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Push the envelope == 
when you fly by-the-seat-of-your-pants in twelve searing 
missions. Engage in air-to-air, air-fo-sea and air-to-ground = 
combat with six real fighters to pilot and a gut-wrenching = 
mix of 360° movement and ear-popping =e 
sound FX. Intense command action. t 


on the PlayStation game console, | = = , 


PlayStation 


™ 


The Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony 


Computer Entertainment Inc. Bogey: Dead 6 is a trademark of Sony Interactive Entertainment inc. ©1996 ASMIK Corporation-Pegasus Japan. 
All rights reserved. The ratings icon is a registered trademark of The Interactive Digital Software Association. 
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AMATEUR! 


Altitude. Attitude. 


(Achieve a safe, unnatural high.) 


PlayStation 
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WIS TORVIS 2 


YOUR BATTLEFIELD. _ 


Available in August on M3-D05"/Windows* 95 CD-ROM and coming soon on d0ny Playstation. 


Activision is a registered trademark of Activision, Inc. Adeline Software International and Time Commando are trademarks of Adeline Software International. ©1996 Adeline Software International. 
All rights reserved. Published and distributed by Activision, Inc. All other trademarks and trade names are the property of their respective holders. 
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__ SNEAK PEEKS AT SOVIET STRIKE 


ony has hit for the cycle on the sports front with MLB Pennant 
Race, NBA Shoot Out, NFL GameDay and NHL Face Off. They 
™ have dominated the sports category and now they are setting 
their sights on the action category. 

With an aggressive marketing campaign, Sony is trying to make 
everything else in Crash Bandicoot’s path road kill. If you were wonder- 
ing just what a Bandicoot is, so were we, and during a recent trip to the 
Universal lot, we visited the Naughty Dog dog pound and asked them 
ourselves. A Bandicoot is a member of the marsupial family and is a 
distant cousin of the possum and looks like a rat. This 
game is so good it will give Mario 


64 a run for 
its money for 
game of the year and 
you can take that to the bank. Sony’s about to give 
Nintendo a ride on the wild side. Nintendo will do well, but Sony is going 
to be a tough competitor and won't buckle under the pressure. 

At the Electronic Entertainment Expo, Shigeru Miyamoto stopped by 
the Sony booth to see Crash Bandicoot. He was very impressed with the 
game, and asked a few technical questions about how the water was 
done in 3-D, played the game for a while and then went on his Way. 

| even met the original Naughty Dog herself, Morgan. Funny thing is 
the dog’s owner, one of the founders of Naughty Dog, brings Morgan 
with him to work every day and there aren’t even any visible stains on 
the carpet. Now that’s dedication! Crash is an 

awesome game, but Crash isn’t the only trump 

card Sony and its third-party publishers have 
in their arsenal. They have Twisted Metal 2: 
World Tour, Tobal Number One (a fighting 
game by Squaresoft), 

Jumping Flash 2, 

2Xtreme and NCAA 

GameBreaker—an 

awesome college 
football game that graces this 
month's cover. Psygnosis has Discworld 2, Destruction 

Derby 2 and WipeOut XL. Duke Nukem 3D and 

Hexxen are coming from GT Interactive. Williams 

has MK Trilogy and possibly Return Fire 2 and 
War Gods on the way. Konami has Contra 
| and Project Overkill, Electronic Arts has Soviet 
Strike, Madden ‘97 and NHL Hockey and of course Namco 
has Tekken 2 coming out later this month. Acclaim has NFL Quarterback 

Club ‘97, Iron Man X-O Man O War, Jam Xtreme and Space Jam. 

It’s an exciting time to be covering the wild world of PlayStation 
gaming and thanks to your overwhelming support of PS.X., we are now 
pondering the thought of possibly going monthly. 

Thanks for your interest. Many of you have sent me e-mail or written in 
and I’ve read every letter and tried to respond to every e-mail so keep 
them coming and enjoy this issue. 

You can send your e-mail to me here at vidcwby @mcs.com. Take 
care and see you next month. 


Todd Mowatt 
Editor in Chief 


8 Going Postal 
Letters from fellow P.S.X. readers 


14 P.S.X. News | 
Find out about the latest gizmos and 


, gadgets coming for the PlayStation 
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32 Now Playin 


Check out the hottest games 
available at stores near you 


38 Under Construction 
Street Fighter Alpha 2, 
Twisted Metal 2, MK Trilogy 
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64 Tricks of the Trade 
Tekken 2 tricks and plenty of 
other goodies 
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First I'd like to say that 
you've got the best 
PlayStation mag on the 
planet, and you always seem 
to have the latest information 
pertaining to the PlayStation. 
Well, the reason I'm writing 
is because | learned from 
some friends that a flight 
simulation game based on 
the Japanese anime 
Macross has come out in 


- Japan. I’m a big fan of the 
; Series and its American 


Se¢ees eee 


counterpart, Robotech. 
Do you have any relevant 
information on this game 
concerning this topic? 


- Wesely Martin 


eeeee ease ee GGesesoease 


Old Greenwich, CT 


First off, thanks for the 
kudos. Second, we assume 
that you are not referring to 
Robotech Crystal Dreams, 
the Nintendo 64 game. With 
that said, the game you're 


: probably referring to is 


See e 
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Macross Digital Mission 
VF-X, which was scheduled 
to be released in Japan this 
past July. Yes, it is a combat 
flight sim game; yes, you'll 
be able to fly a variety of 
mechs; and yes, the mechs 
transform. There has been 
no word yet on whether this 
game will make its way to 
the United States. We will 
keep you updated. 


"Macross Digital Mission VF was 


é 


scheduled to be 


fi . 


released in Japan...its a combat sim with mechg’ 


Dear PSX, 


I'd like to know if there is 
going to be any joysticks that 
are just like the ones at the 
arcade, and if they are com- 
ing out for the PlayStation? 
Keola Valdez 
Waianae, HI 


What is this, a pop quiz? 


_ Anyway, we assume you're 


longing for the corn dog- 
shaped grips used in joy- 
Sticks at the arcades. You 
are in luck, along with other 
die-hard fighting fans and 
arcade junkies. The Edge 
Stick is pretty pricey, but it's 
on its way to store shelves. 
It's a true arcade stick and it 
has a 12-button layout that 


features slow-motion and 
turbo fire options. This 
Joystick also has a button 
programming mode for 
special moves or combos. 
There is only one small 
problem—the controller will 
cost a few bucks. It will sell 
for $129.99-Ouch. 


Dear PSX, 


| love my PlayStation: 
however, | don’t like the 
changes Sony made to 
prevent us from playing 
imported games on the 
newer PlayStations. Some of 
the Japanese games are 
way cool to play. Do you 
know any way to play those 
games ona U.S. system? 
You were the first gaming 
magazine to walk that fine 
line and tell us how to do the 
trick that allowed us to play 
Japanese games ona U.S. 
system. Then Sony changed 
that and did they get mad at 
you for telling everybody! 
| also heard that for $100 
plus the charge of FedExing 
your system to some guy, he 
will wire your PlayStation so 
that you can play Japanese 
imports. Can you tell us 
more? 
Freddy Yue 
Richmond, VA 


P.S.X. 8 


Currently we know of no 
new way to play Japanese 
imports on the new U.S. 
versions of the PlayStations. 
We have heard of this wild 
man in another part of the 
country with a wandering sol- 
dering iron who will fix your 
PlayStation to allow you to 
play imported and pirated 
PlayStation titles, but we will 
not publish any information 
to help him continue this 
outlandish practice. No we 
have not sold out to Sony, 
we do however respect 
Sony's right to change their 
system anyway they see fit. 
It is their technology. As for 
our friend with the soldering 
iron, we have reported him to 
Sony and they can take care 
Of that part of his business. 
We just want to give you the 
latest information on the 
coolest games and peri- 
Pherals and take you ona 
tour to show you how some — 
of these games were made — 
and introduce you to the 
people who made them. 
Remember, it's all about 


gaming and having fun, not 
trying to create issues or 


oo 8 9 @ 


mini battles that don't make 


any sense to wage. The 
PlayStation is a good sys- 
tem, it can be improved upon 
and Sony will do so when 


they are ready. Don’t worry— 


if Sony steps out of line, we'll 
be the first to let you know 
about it as we have done in 
the past. 


EVER SEEN GROWN “REVIEW SHOTS WITH =-—~—«GOOOAAAAALS! ~ TWO GAMES IN ONE: 

MEN CRY? | INSTANT REPLAY! INDOOR & OUTDOOR SOCCER! 
Striker 96™ meets you head on with state-of-the-art soccer including an exclusive indoor soc- 
cer option! Exhibition, league, tournament and championship modes! Simulation and arcade 
options! View from seven different camera angles. The #1 team sport in the world comes alive! 
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FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB AT 1-800-771-3772. Copyright © 1996 
Rage Software Ltd. All rights reserved. Copyright © 1996 Coconuts Japan Entertainment, Co., Ltd. Under exclusive license from Rage Software. “PlayStation” and the “ 2” logo are 
trademarks of Sony Computer Entertainment, Inc. Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. All rights reserved. Acclaim is a division and registered 
trademark of Acclaim Entertainment, Inc. © 1996 Acclaim Entertainment, Inc. All rights reserved. Screen shots shown are taken from the Saturn version of the video game. 


Got a question? Wanna know more about any- 
thing and everything surrounding your 


favorite video game system? Drop us a line: 


e-mail address: vidcwby@mcs.com 


| love RPGs and most of 
them | can beat in no time at 
all. | destroyed Mario RPG in 
a week and the last boss. 
was a breeze to beat. | beat 
ChronoTrigger in a week and 


a half. | need an RPG that is © 


long and challenging. Before 
| buy another RPG, | want to 
know if it will be a challenge 
or not. | heard Final Fantasy 
VIl is coming out for the 
_ PlayStation. When will it be 
out and are there any other 
PlayStation RPGs that you — 
could recommend? 
Timothy Siedlicki 
Philadelphia, PA 


__ It sounds like you know 
what you like in terms of 


~ RPGs. | wouldn’t want to 


hook you up to a lie detector 
on the time it took you to 
complete those games, but it 
sounds like you have plenty — 
_ Of RPG experience. 


_ Final Fantasy Vil, according — 
to Squaresoft officials, will be’ 


~ atwo-CD set and it will be 

Out in late March or early 
April of ’97. It will be out in 
Japan before Christmas. — 
_ Square officials feel it will 
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take at least until spring to 


Dear PS. 


translate the game, as it is 
huge. It will take you at least 
a week to complete the — 
game, Tim. We suggest you 


_ buy it, as your rental charges 


will far surpass the amount 
that it will cost you to buy the 


two- CD set that sells 


between $79 and $99. That’s 
not the only game on the 
RPG front you should be 
getting ready to play, though. 
Sony has Beyond the 
Beyond, and they are taking 
their time bringing that game 
to market as the translation 
took a little longer than they 


~ had anticipated. Beyond the 


Beyond is one cool game 


_ that should also keep you 


busy. Crystal Dynamics is 


_working on Legacy of Kain 

_ which ts one game that will 
be huge. Jim Currie is 

_ heading up the project along 
with a few of his friends. 


"Theres plenty 


P.S.X. 


Going Postal 
1920 Highland Ave., #222 


Lombard, IL 60148 
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of RPG action coming your way 


with Final Fantasy VIDand Legacy of Kain" 


This game looks cool from 
top to bottom, and you 
should definitely check it 
out. You don’t have to be a 


_ die-hard RPG fan to enjoy 
_ these great games. 


PSX. 10 


Dear P Ay 


First off | would like to say 
your magazine is awesome 
and you are killing your 
competition. | love your. 
strategies on my favorite 


games. | love fighting games 


and | heard a rumor that 
Samurai Shodown III is 


_ coming for the PlayStation. Is 
this true and when is Street 


Fighter Alpha 2 coming out 
for the PlayStation? | 
Joey Avina 

Harvey, IL 


Glad you like P.S.X. Joey, 
were having a lot of fun 


covering the wild world of 
PlayStation gaming. As for 
your questions, King of 
Fighters ’96 will be coming 
out for the PlayStation 


_ around Sept. 17. There is 


no word yet on whether 


~ Samurai Shodown III will 
_ make its way out before 


Christmas. We'll keep asking 
around and when we find 


out, you know we will have it 
for you first. As for Street 
Fighter Alpha 2, it will be out 


in September. You better 
believe that we will have the 
latest strategies for all of 
your favorite games. If you 
have any ideas on some 
tricks or strategies that you 
want to see, just e-mail me 
at vidcwby @mcs.com and 
I'll try to get back to you as 
soon as possible. 


san ipremne Si MS 


PlayStation 


game consyleand| PG CD-ROM 


http://www.holobyte.com 


Visit your |ocal retailer or call 24 hours: 
1-800-695-GAME (U.S. and Canada). 


TOP GUN™ & ©1996 Paramount Pictures. All Rights Reserved. 
Top Gun is a trademark of Paramount Pictures. Spectrum HoloByte 
is an Authorized User. Underlying software code ©1996 Spectrum 
HoloByte. Spectrum HoloByte is a registered trademark of 
Spectrum HoloByte, Inc. PlayStation and the PlayStation 

jogos are trademarks of Sony Computer Entertainment Inc. 

All other trademarks are property of their respective holders. 
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really enjoy reading 
P.S.X. andl recently gota 
PlayStation for my birthday, 
but | can’t hook it up to my 
television: We have an older 
model TV. What gpfions tele) 
| have? 


_ Jake Adamancl i 


Via the Internet | 


You have a couple of 
different options, both of 
which will get you up and 
running with your games and 
should put an end to your 
television dilemma. You can 
buy a Sony RF convertor 
which will allow you to 
connect your PlayStation to 


- your television set. A second 


option is one that we highly 
recommend to anyone who 
has multiple gaming systems 
and doesn't enjoy hooking 
up each system when you 
_want to play games on your 


different platforms: Mad Catz - 


has an all-in-one Automatic 
Advanced RF convertor. It 
will cost you about $29.95, 
around the same price as the 
Sony RF convertor, but it will 
allow you to hook up any 
three of your gaming 
systems through the one RF 
unit and that’s handy. 


our regia Fyil strategy guide | in your last 


issue was incredible...it was the best...period? 


Dear PSX, 


Your Resident Evil strategy 
guide inside your last issue 
was incredible. It was the 
best strategy guide on the 
game | read, period. Why 
were most of the other 
Strategy guides wrong and 
should | believe the other 
mags’ reviews? 


Eric Vessser 
Long Island, NY 


It was a tough situation, 
and in order to get the game 
into their issues, some were 
forced to use pre-beta copies 
of Resident Evil from what 
we were told. We decided to 
wait and do our strategy 
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$29.95 
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based on a boxed copy of 
the game, and we chose 
correctly. Sometimes this 
magazine stuff is tricky, and 
we don’t talk trash about 
anyone. We just choose to 
do our own thing and hope 
for the best. | 


Dear PK, 


| recently read about the 
Game Shark in PSX. and | 
decided to buy one. Now I’m 
having trouble finding codes 
for the games | have. You 
got me into this mess, now 
you guys help me get out of 
it as soon as possible. 
Josh Bidwell 
St. Louis, MO 


We didn’t know we had 
that kind of power, but since 
you seem kind of steamed 
about the whole thing, we'll 
help you. If you have a 
personal computer and have 
access to the Internet, 
InterAct has their own Game 
Shark Web site. Their e-mail 
address that will allow you to 
get as many codes as they 
have posted is 


http:/www.gameshark.com. 


That should solve the : 
problem we created for you. 


P.S.X. 12 


Dear PSY, 


I'ma huge fan of the 
PlayStation, but one of the 
biggest drawbacks that | 
have noticed so far is the 
system’s lack of memory. | 
have Resident Evil, Tekken, 
NBA Shoot Out and a few 
other games. | am on my fifth 
memory card. Is there any- _ 
thing | can do besides buying 
a Nintendo 64? 

Gary Tetramanchuk 
Gary, IN 


Until Sony realizes that this 
is frustrating to many of their 
users, they will be content 
Selling you a memory card 


each time you buy a new 


game for $29.95. We have - 
asked this same question 
and havent gottena 
Satisfactory answer. Anything 
short of packing a memory 
card in with any given title, 
there is very little that you 
can do, InterAct has a néw 
device called the Memory 
Card Plus that might help 


_ you in the meantime. it 
_ holds up to eight times the 
_ memory of a single memory 


card but itcoststwiceas 
much. It's worth picking up. — 


SPEC CEMENT TO 


TECMO SUPER BOWL FANS 


This fall, Tecmo will be releasing TECMO SUPER BOWL for the Sony PlayStation™ system. 

Because of the unusually high demand for Tecmo Super Bowl III last year, Tecmo would like to assist you in 
obtaining a copy of TECMO SUPER BOWL from your favorite retailer. 

In order to avoid the shortage problems which occurred with Tecmo Super Bowl III, Tecmo is making a special 
priority shipment program available to retailers and distributors, who choose to participate, from AUGUST 1, 1996 
TO SEPTEMBER 1, 1996. 

Tecmo encourages you to go to your favorite participating retailer and reserve a copy of TECMO SUPER BOWL 
by placing a non-refundable deposit between AUGUST 1, 1 996 AND SEPTEMBER 1, 1996. 

In order to assist you, Tecmo suggests that you fill out the reservation/deposit form below and drop it off at any 


participating retailer. 


» CHECK OUT SOME OF THE NEW FEATURES: 
SUPE | _ © Create your own Dream Team 
an, See elerge * Live commentary 
Bie a DNS - Instant replay 
¢ Tournament mode 
e All 30 NFL Teams CGincluding the Ravens) 
¢ Contains over 1200 real NFL players 
¢ Each player has 20 different variable characteristics 


IT’S UN-BOWL-IEVABLE 


t h 
Spee scepter ym mtu enc - 


3 TECMO’ SUPER BOWL 


RESERVATION/DEPOSIT FORM: 


Te 


lon 


PlayStat 


" 
e 


Dear Retailer: 
| 


; The customer whose name and address is listed below wishes to place a non-refundable deposit on Tecmo Super 
1 Bowl. Please contact your local game distributor and/or your central buying office for specific instructions. 
I 


Name Amount of Deposit $ 

Address Store Stamp or Receipt 

City State Zip 

; Phone Number 

Reserve me copy(s) for the Sony PlayStation™ 

Lo a ee 


TECMO SUPER BOWL should be available in September of 1996. 
Watch this magazine for late breaking updates regarding game features and when 
Tecmo Super Bowl will be in stores near you. 


Eth 


| Visit Tecmo Interactive at: http://www.tecmo.co.jp 


FOOTBAL, * 
tan” a ie, © 1996 NFLP SUPER BOWL and NFL Shield * 
ee Design are trademarks of National Football League. [pasiaciaas 
- “ * © 1996 NFLP Officially Licensed Product of the NFL 
NFL 


Exclusive! ¥ i A Players Incorporated. 
Playens& 


© Tecmo, Ltd. 1996 TECMO@® is a registered trademark of Tecmo, Inc. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logo are trademarks of 
Sony Computer Entertainment Inc. This product has not yet been rated by the Entertainment Rating Software Board. For information about the ESRB ratings, please contact the ESRB at 1-800-771-ESRB. 


Tecmo, Inc. * 19260 South Van Ness Avenue, Torrance, CA 90501 Phone (310) 787-2900 Fax (310) 787-3131 


By 
Nelson Taruc 


thanks to CD-ROM technology, which 
delivered quality audio and video to the 
PC. Thanks to add-ons, notably 3-D 
graphics accelerator boards and 

sound cards, PCs can now draw 3-D 
environments in realtime—and with 
better resolution than the PlayStation. 

That leap in technology has translat- 
ed into greater interest in PC gaming. 
According to a survey 
by the Interactive 
Digital Software 
Association, gaming 
stands as the number 
one use for PCs, 
surpassing even word 
processing. 

However, the 
console market still 
holds the biggest grip 
over gamer’s dollars and tastes. On 
that note, the survey reported 86.6 
percent of console users say they’re at 
least “somewhat satisfied” with the 
quality of the system, compared to 
69.6 percent of PC users. 

As far as system satisfaction goes, 
consoles like the PlayStation hold the 


L eave it to newsgroups to make a 
mountain out of a molehill. Hardly 
a day goes by without some gaming 
zealot in the advocacy newsgroups 
heaping praise for the PlayStation or 
Saturn, while deriding the PC. 
Inevitably, PC owners retort with slams 
of their own against console systems. 
The arguments often decline into a 


morass of name- 
calling, swearing, Gamers may 
ranting and raving. 

Such tirades don’t seea fight 
answer the underlying brewlmn —bbut 
question: Which sys- the machines 

aren't even in 
the same arena 


Makes 
Memory Card 
Disk-covery 


hile most PS gamers are content 
with just one or two memory 
cards, some have a saving fetish. These 
gamers must save every sports season 
they’ve ever played for 
posterity, or save their Facts 
RPG game every five 


tem is better for gam- 
ing, PCs or consoles 
like the PlayStation? 

Because PCs cater 
to a different market 
and cost far more than console 
machines, the argument is ultimately a 
case of comparing apples to oranges. 
However, there are some gaming 
advantages inherent with each system 
(see graphic below). 

Certainly, the PC has gained promi- 
nence as a gaming platform—most of it 


minutes just to be safe. Costs 
$99.99 


For those gamers 
comes the Memory Disk 
Drive from InterAct 
Accessories. The drive, 
which plugs into the PS 
memory slot, lets players 


Uses 3.5” 
floppy disks 
15 save 

Sslots/disk 


Save games on ordinary high-density 
3.5-inch floppy disks, the same used for 
PCs. Up to 15 games can be saved per 
disk, and obviously can be written over 
like normal disks. The initial investment 
for the device, $99.99, may sound steep 
for some gamers. However, the drive 
comes with 10 floppy disks—doing the 
math, it’s the equivalent of ten $10 mem- 
ory cards. Furthermore, you can easily 
buy more disks for cheap, should you 
have more games to save. (All those 
American Online disks you’ve gotten for 
free may finally be of some use!) Since 
the drive has its own storage memory, 
only one drive is required to copy game 
Saves from one disk to another. 

Unfortunately, the drive is Currently 
available only via mail order, through 
InterAct’s Web page, http://www. interact- 
acc.com, or through the company’s 
Dangerous Waters newsletter (if you’re a 
subscriber), according to a company 
spokesperson. @ 


= Price: For those short on 
cash, spending $199 on a 
system makes much more 
sense than shelling out 
$2,000 for a good PC. You 
don’t have to worry about 
sound cards and game 
compatibility as well. 

= The Games: 3-D titles 
such as Tekken 2 can be 
done on the PC-but not 
easily. Without a graphics 
accelerator board and 
other add-ons, the gaming 
experience sometimes 
comes up short on the PC. 
= Compatibility: Unlike PCs, 
which grow outdated just 
months after a release, a 
PS game will work on any 
PS, regardless of age. 
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= Network: Sure, the PS 
may boast multiplayer 
games and a link cable, 
but it can’t run a 20-player 
network game of Doom, 
nor can it surf the Net-yet. 
= Versatility: The PS may 
have a more powerful 
graphics processor, but it 
can’t calculate a spread- 
sheet or print a letter. 

= Sheer Numbers: The hun- 
dreds of PS games out now 
can’t match the thousands 
of games to choose from 
for the PC. There’s also a 
far wider variety of titles, 
including freeware titles. 

= Game Add-Ons: Software 
can be ‘patched’ to add 
extra levels or features. 


Ley j : 
The PC enjoys ports of 
PS titles, while the PS 
gets a PC-type mouse 
for some of its games. 
Is this common ground? 


edge over PCs: 80.2 

percent of console users are at least 
“Somewhat satisfied” with their consoles’ 
performance, compared to 66.7 percent 
of PC users. 

Those numbers indicate players still 
stand by consoles like the PS for their 
gaming experiences, but overlap has 
already begun to occur, as some 
analysts have predicted, in some cases. 
PlayStation games are increasingly 


Pp aoa 
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being ported over to the PC—and vice 
versa. The PlayStation even has a 
mouse peripheral for use with some 
games—notably PC-ported strategy 
titles such as Bullfrog’s Theme Park. 
However, it’s unlikely that the two 
platforms will ever find themselves in 
direct competition. While the PC mar- 
kets itself as an electronic all-purpose 
Swiss Army knife, the PlayStation 
and other consoles are cutting 
tools good for only one thing: 
gaming. As long as that’s the 
case, the machines will be able to 
co-exist in relative harmony. 
“| don’t personally think that this 
is necessarily an either/or choice 
between PC and consoles like the PS,” 
said Patty Stonesifer, senior vice presi- 
dent for Microsoft Corp.’s Interactive 
Media Division. “We certainly are seeing 
a lot more people...using entertainment 
software on their home PCs, and in the 
past year, Windows 95 has made the 
home PC a really great platform for 
game developers...[but] | don’t think that 
means that the games platform business 
is going to go away.” @ 
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Get The Per4mer turbo Wheel And stee 
Ciear Of Ofners Costing nundreds more. 


™ 


1996 SC&T International, The SC&T logo is a trademark of SC&T International, the Per4mer Turbo 
Wheel is a trademark of Home Arcade. All other logos or product names are trademarks or registered 
trademarks of their respective companies. 


The good news is that this wheel 
is the most complete PlayStation control available. 
It has two pedals, a gear shift knob and a wheel 
that turns 270 degrees. Unfortunately, it works 
only partially well with digital signal-based games 
such as Destruction Derby. 8.0 


Mad Catz Analog Steering Wheel « $79 


ee 
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stick awaits more games; only one title so far (Bogey Dead: 
6) has made total use of its features. Still, an initial impres- 
sion shows it to be very sturdy. The controls are not too stiff, 
making it easy to operate. On the down side, the large-sized 
joysticks may not fit younger players’ hands. 8.5 


sony Dual Arcade Joystick « About $70 


P.S.X. is showing this stick again 
because it’s been redesigned by ASCII Entertainment. 
The dial at the bottom used for rotation contro! has 
been moved to the stick itself, so players can rotate 
just by turning the stick left or right. Also changed is 
the button layout. This controller hits stores this fall. 


Vortex Analog Controller « $70 


P.S.X. brought news of this item several 
issues ago. Recently, two PS games surfaced that use the 
pick, which makes guitar noises when strummed across a 
Surface. Due late this year is a port of the PC game Quest for 
Fame, starring Aerosmith. The Stolen Song, a mystery adven- 
ture starring a famous Japanese rock idol, is due next May. 


Virtual Pick « N/A 
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Long before 


there was ultra-super-duper-64-bit—polygon-video- 


capture, hardware hype, Weikd TYPE , point- 


ie less game ratings, E35, screaming: guys in ads, 


like in your face 


and “it’s the ultimate , 360° roto- 


—that, MUli-MILLiON-DOLLAR 


there v 


Introducing Namco 


R e mM e mM € e s the good old days? 


When a game was a 


RIGM SCORE 
3149446 


were Oone—-or—two player mode? 


The greatest icon in gaming history returns in his original 
romp. Can you escape the ghosts while munching your 
way through a maze? Pop a power pill and gobble up a few 
phantoms along the way. 


Well those days are back and better than ever. Presenting 


The arcade shooter that set the 


standard. Squadrons of robotic 
bugs set out to swarm your 
starship. Includes never seen 
before bonus rounds — plus 
a way to sacrifice ships to 


increase your oun firepower. Namco Museum” Volume 1 for the PlayStation” —- the first 


Vas fun. 


Museum Volume 1 


in a series of five video game 


S1™ 


Ccompendiums comprised of the 


Let the bad guys suck exhaust and 

dine on dust. You’re going pedal to 

the metal through a maze, taking P eo ee 

chances and checkered flags. world S most famous arcade The great granddaddy of all racing simula- 
tions. Climb into the cramped driver’s cage 
of your 200 mph Indy car. Try to qualify, 
then go head-to-head against some of 
the greatest racing machines on earth. 


classics, plus Japanese hits never released in the U.S. 


Also includes 
ToyPop” & 
New Rally X™ 


There’s an entire galaxy teaming 
with evil and most of it lurks 
within enemy space stations. 
Blowing the bad guys to bits has 


PlayStation 
never been this fun. Y 


Yamco Museum Volume 1™ & © 1995 Namco Ltd. All rights reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment. The ratings icon is a registered trademark of the Interactive Digital Software Association. 


TEKKEN 2 (Japanese Version) 


mazing. That’s what this game 
is, amazing. Easily the best 
fighting game yet to be released 


for the PlayStation, Tekken 2 simply 

obliterates the competition in 

every category. crane "16 Og 
Gameplay is even better than the = 56 a 


ee: oy 


original, with great new moves which 
are aS powerful as they are impressive 
to watch. This Tekken is noticeably 
quicker and more responsive than the 
first, which wasn’t all that sluggish to 
begin with. You’d be surprised at the 
difference a few nanoseconds make to 
the excitement level of the game. 

All of the characters from the first W 
title are back, with the addition of a TEKKEN 2 SIMPLY OBLITERATES WELLE, 
few new faces. Tekken 2 also features v 
a Team Mode, where you choose up, ©6©6 COMPETITION IN EVERY CATEGORY 
to eight different characters to go up 
against as many enemies; a Survival oad NEL 
Mode, where you participate in a 
series of single-round fights without 
the benefit of having your health 
renewed between fights; and a 
Practice Mode, which lets you try 
out any character’s moves and 
combinations against a passive 
enemy. (This mode includes a 
helpful move recorder to assist you 
in repeating the moves.) 

The graphics are absolutely 
beautiful. The animation is nearly 
flawless in its realism, and the charac- 
ters more lifelike than any other fight- 
ing game to date. | was floored by the 
great cinematic intro and ending 
sequences, as well. The photorealistic 
background art is much smoother than 
in the first game, giving a sense of 
actually being there. Sound effects 
and music are also improved. 

In short, this is the best fighting 
game I've ever seen. Go buy it now. 


If | were stuck on a desert island and forced 
to play just one PS game for the rest of my 
life, it would be Tekken 2. It has everything | wanted from 
a sequel: more characters, moves and breathtaking intro 
and ending cinemas that provide plenty of incentive to 
beat the game with all the characters. Thanks to an 
in-depth Practice Mode, you can learn and devise 
agi o combos, then test them. The backgrounds look a bit flat, 
and some of the characters (notably Kuma) have polygon 
overlap problems, but these problems seem trite when 


compared to this game’s rock-solid fighting engine. 


SON TARUC 


Did someone say Tekken 2? This is usually 
followed by a rush for the nearest PS and a 
quick Tekken 2 tournament. A concrete follow-up to 
the first Tekken, be ready to experience one of the best 
fighting games available. The incredible intro cinema sets 
the tone for the improved gameplay, with awesome new 
moves, combos and characters. Perhaps the best feature 
Of the game is the Practice Mode which allows you to 
work on your techniques and combos. Other than the 
overlap problem, | don’t have any complaints and would 


suggest this one to fighting game fanatics. 
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NELSON'S: TEKKEN 2° SF ALPHA 2 * ROBOTRON X 
Dave’s: VR Soccer ‘96 + TEKKEN 2 > NBA SHOOT OUT 
Joe’s: TEKKEN 2 - CRASH BANDICOOT - RESIDENT EVIL 


Bocey DEAD 6 


ie oor Bi 


“I HEARTILY RECOMMEND THIS GAME 


TO ANYONE WHO ENJOYED AIR COMBAT’ 


| first played this game using the Sony Dual JOE 
Arcade Joystick (see the May 96 PS.X.), and | 

thought it was great. It had me leaning and ducking and 
really got my pulse going. Unfortunately, the standard PS 
controller is far too sensitive. Another thing | dislike about 
this game was that it really gives no sense of speed. At one 
point in the game, | sent my plane through the mountains, 
less than 100 feet off the ground, at the highest airspeed it 
could handle, and the landscape still just crawled by. Its a 
good game, but it could be much better. If you buy this 
game, get the Dual Arcade or another analog stick as well. 


C2 


This game is a lot of fun, but the graphics left a lot 


to be desired. Avid flight sim fans will be up all DAVE MALEC 


hours trying to conquer Bogey Dead 6. What the game 
lacks in graphics it makes up for in the sound effects, 
except for the voice of the co-pilot. You'll feel the hair on the 
back of your neck stand up as an approaching missile just 
misses and you hear it whiz by. You will definitely enjoy this 
game more with the Sony Dual Arcade Joystick. But who 
wants to buy another $70 controller to play one game? 
Rumor has it that the Dual Joystick will have plenty more 
flight sim games coming for it. 
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W hile | wasn’t overwhelmed by the 
graphics, Bogey Dead 6 still 
packs punch as a combat flight sim 

in which you respond to terrorist 
uprisings around the globe. 

The game offers eight (or more if 
you're good) missions, which are a 
mixed bag in quality. The most excit- 
ing missions require you to protect a 
friendly plane against enemy attack. 

As | said, the graphics appear rather 
bland, with most of the stages having 
blocky texture-mapped hills, plains 
and little else (the stages at the mili- 
tary base and oil refinery stand out as 
outstanding exceptions). The planes 
have 2-D wings, which almost always 
disappear in the rear camera display. 

The game’s loose control has a long 
learning curve for control, so players 
must be patient with it. This game is 
compatible with Sony’s new joystick, 
but this game is challenging enough 
with the controller. In some cases, 
control doesn’t mean much: Midair 
collisions are impossible to dodge, so 
be prepared to give up some extra 
continues when you start out. 

The game also has a Vs. Mode, 
but again, it requires a link cable. 

A split-screen option would have been 
a far smarter alternative. 

The sounds added a strong dash of 
realism; you'll hear sounds grow and 
fade in the cockpit, such as a missing 
missile or close brush with a copter. 
My only complaint was the voice of 
the co-pilot, who sounded just way too 
panicky for a seasoned vet. 

| heartily recommend this game to 
anyone who enjoyed Air Combat. If 
you didn't like that game, then | doubt 
Bogey Dead 6 will be your ticket to fly. 


In the year 2069, Earth's no place for a lady 
Alien pods have turned every living thing 
into hideous mutations. 


One young woman, herself part alien, is 
Earths last hope. Aided by her scientist 
father, her body is altered, transforming 

her into a harbinger of destruction. 


Daddy's little girl doesn't cook, but 
she'll fry, bake or roast any enemy she 
sees. Cause in this world, you 

dont take prisoners... you 

eat them for lunch. 


NOW MUTATING 
AT YOUR LOCAL 
RETAILER ON THE 
PLAYSTATION GAME 
CONSOLE. 
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, ©1996 Mindscape, Inc. All rights reserved. PlayStation 
and the PlayStation logos are trademarks of Sony 
Computer Entertainment Inc. Mindscape is a registered R's, 


She doesn’t cook, but she'll | : | 
‘i im trademark and its logo and Stee! Harbinger are trademarks <b 
fri Y, bake or roast anything she see's. FF NIG eam = Mindscape, Inc. All other trademarks and registered 
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t sounds deceptively simple: 

shoot little colored bubbles at 
other little colored bubbles. If you 
get three in a row of the same color, 
they pop. The object is to get rid of 
everything on the screen before the 
ever-advancing rows of bubbles reach 
the bottom. Kind of a Tetris-meets- 
Arkanoid-meets-Space Invaders. 
Simple, right? 

Yeah, right. Actually, Bust-a-Move 2 
is simple, in the sense that it's simple 
to learn. But therein lies the danger of 
this game: Because it is so easy to 
pick up, it’s damn hard to put down. 
The box cover brags, “So addictive...it 
should be illegal!” Although | wouldn't 
go quite that far, | will say that there's 
definitely a risk of putting in some long 
hours on this game. 

There are basically two different 
ways to play Bust-a-Move 2, the 
“ouzzle game” and the Competitive 
Mode. Of the two, | liked the Puzzle 
Mode better, as it relies more on skill 
and less on blind luck, although it is a 
lot of fun to play against a human 
opponent (bubbles that get knocked 
down—but not popped—get added to 
your competitor's screen, SO you Can 
mess up his board and ruin his day). 

The one thing | don’t understand is 
why this was released as a 32-Bit title. 
It doesn’t seem to do anything on the 
PlayStation that couldn’t have been 
done on a 16-Bit system. You should 
also be warned that Bust-a-Move 2 is 
excessively cute. The too-happy 
music, the graphics, everything...a 
cutesy factor of 9.5 on a 10 scale. 

Provided you can handle cuteness, 
I'd say that all you Tetris fans will want 
to add this game to your collections. 
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“TETRIS-MEETS-ARKANOID-MEETS- 
SPACE INVADERS” 


E+ 


COUNTERPOIN 


The mark of a great puzzle game is how 
NELSON TARUC addicting it gets. | found Bust-A-Move 2 fit 
a the bill. While the game’s ball-busting concept prohibits 
. .| awesome player-designed combos as in Sega’s Baku 
Baku, it packs a healthy dose of sweaty action neverthe- 
less. My favorite aspect of the game was including both 
an “adventure” Puzzle Mode that has multiple paths to 
. travel on with the Boss Battle Mode—some near the end 
really offer a worthwhile challenge. The cartoon 
graphics—especially the backgrounds—could’ve 


been spiced up to make the game look less 16-Bit. 


Bust-A-Move 2’s simple gameplay makes for a 
DAVE MALEC great addition to the ranks of puzzle games. 
How could those cute little guys be so addicting? 
Bust-A-Move 2 requires you to work on your accuracy, 
where other puzzle games demand planning combos 
ahead of time. The option to bank bubbles off the walls 
to squeeze them into tight spots is the aspect that | 
a found most enjoyable. | think it's unanimous that the 
graphics could have been better for a PlayStation title, 
$ 8 but | don’t think that takes away from the game. A cute 


game that will leave most puzzle gamers satisfied. 


wo words: WORLD EXCLU- 
T SIVE. Are you excited yet? 

Welcome to P.S.X. Sports, 
your new resource for all that is sports 
on the PlayStation. We'll be bringing 
you coverage of the best new games, 
news from the world of sports, and 
in-depth interviews with gaming and 
sports personalities alike. 

So what was that WORLD 
EXCLUSIVE stuff all about? Here’s two 
more words: JIMMY JOHNSON. Yep, 
that’s right, this celebrated coaching 
veteran is presently working with 
Gametek on what looks to be a new 
football classic for the 32-Bit systems. 
Jimmy Johnson ’97 is coming your way, 
and P.S.X. Sports is the first to bring 
you coverage of this exciting new 
development. Take a look inside for 
more exclusive information. 


Also included in the inaugural edition 
of P.S.X. Sports is a special feature on 
Sony’s newest football title, NCAA 
GameBreaker. We went straight to the 
top with this article, bringing you an 
interview with Chris Whaley, the 
executive producer of the GameBreaker 
project. Sony’s NFL GameDay got great 
reviews, and all reports so far indicate 
that GameBreaker is an improvement 
on that acclaimed title, so we’re expect- 
ing even better things from this one. 
Our two full pages should tell you more. 


All this and Adidas Power Soccer, 
too. This great-looking new title from 
Psygnosis looks like it might give both 
VR Soccer and FIFA ’96 (so far the top 
soccer games available) a run for their 
money. With true-to-life motion-captured 
players, variable field conditions, and 
ultra-realistic gameplay, Power Soccer 
might power its way to the top of the 
32-Bit heap. The developers studied the 
Strategies of the best teams in the world 
to bring you a realistic soccer simula- 
tion, but they also wanted to make it a 
really enjoyable and exciting game. 
Their solution? They decided to give 
you what amounts to basically two 
games in one package. Check out the 
article to see how they did it. 

Impressive, eh? This is only the 
beginning. You can expect P.S.X. Sports 
in every issue of P-S.X. from now on. 
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We'll continue to keep our eyes and 
€ars open to bring you the hottest news 
before anyone else. We'll keep you 
updated on advances in the world of 
sports gaming. And we won't even 
Charge you extra. 

So get comfortable, sports fans. You 
knew you read P.S.X. fora reason. & 
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BY: PSYGNOSIS 


mericans don’t pay nearly as 
much attention to soccer as the 
rest of the world does. An 
important tradition in many other 
countries, soccer has been largely 
neglected by many of us here in the 
States. Nevertheless, a number of 
successful soccer games were created 
for the 16-Bit systems, and games like 
FIFA soccer and VR Soccer have 
brought the action to the 32-Bit 
platform. Now Psygnosis is stepping 


BY: GAMETEK 


t's our first sports issue, and 
we wanted to give the many 
sports fans who read P.S_X. 
something to brag about to their friends. 
SO we’re proud to bring you a world 
exclusive: the first-ever coverage of 
Jimmy Johnson ’97 from Gametek and 
possibly Konami (the two companies 
are presently in negotiations to release 
this title jointly). 


onto the field with Adidas Power Soccer. 

As you might expect, the designers 
placed a heavy emphasis on an 
accurate simulation of the game. 
Detailed team tactics have been 
added, including the ability to position 
your players in the manner best suited 
to your coaching style, realistic field 
conditions (depending on the season) 
and a choice of camera angles. 

What makes this game different from 
the rest is its unique “Arcade Mode,” 
which allows your players to perform 
special moves that wouldn’t be 
available in a real-life situation. 

These moves include a painful and 
highly illegal karate kick to cripple the 
opponent, a two-handed shove to 
knock him down, the spectacular bicy- 
cle kick and even Diego Maradona’s 
controversial Hand of God maneuver. 

With equal emphasis on accurate 
simulation and enjoyable gameplay, 
Adidas Power Soccer is likely to 
become an instant classic with soccer 
fans everywhere. & 


Features of the game 
should include a play editor 
which will let you design 
your own plays based on 
the strategies of your 
favorite teams. Now you’re 
not restricted to the same 
old plays that you see every 
Sunday. So go ahead and 
get crazy; see what works 
and what fails miserably. 
Your opponents might fear 
you. Of course, they might 
laugh at you. 

Jimmy Johnson himself 
will be part of the game, 
drawing on his years of NFL experience 
to give hints and tips. He'll help you out 
whenever he can; just don’t make the 
new Miami Dolphins coach angry. 

In addition to all this, it’s our 
understanding that the developers are 
pursuing an NFL license to use the 
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actual teams and players. Might this 
become the football game for the 
PlayStation? 

The title is slated for fall release, but 
it's too early in the game to give you 
more information, so we'll give you the 
score as soon as we get it. 
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This October Tecmo® will offer you an Invitation to Dafkness exclusively for the Sony PlayStation 


Should you accept Tecmo's invitation you should be warned! 


You must decide who lives and who dies. As in life, Tecmo's Deception will hold you responsible for your actions. 
Everything you do, everyplace you go, everyone you meet has a reason. Are you seeking revenge, resurrection or 
redemption? It's your decision. 


lf you are strong enough and smart enough to accept the Invitation to Darkness and play Tecmo's Deception use 
the reservation form below? 


cut here 


ye and address is listed below wishes to place a non-refundable deposit on Tecmo’s 
Yarkness. Please contact your local game distributor and/or your central buying office 


Amount of Deposit$ 


Name Store Stamp or Receipt 
Address _ 
OO 


Phone Number. 


Visit Tecmo Interactive at: http://www.tecmo.co.jp 


. 
tertainment America for use with the PlayStation game console. PlayStation and the 


© Tecmo, Ltd. 1996 TECMO?’ is a registered trademark of Tecmo, Inc. Licensed by Sony Computer 
PlayStation logos are trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. 
THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C DESIGNATION. 
Phone (310) 787-2900 


PlayStation Tecmo, Inc. * 19260 South Van Ness Avenue, Torrance, CA 90501 
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BY: SONY INTERACTIVE 


ny fan of college football will 
( \ recognize the game breaker. 
LB} He’s the amazing young star 
running back who you see floating over 
a pile of bodies at the goal line as he 
dives in for a touchdown. He’s the 
quarterback who keeps his head 
through the blitz and arcs the ball 
perfectly into the hands of a 
running receiver. He’s that 
unbelievable receiver who 
tucks the ball under his arm i. ae 
and seems to fly through the ” _ 
defense with ease. These are _ 
the guys who make things 


happen, and it’s for them that 
Sony Computer Entertainment 


a 


names will not be used. Categories 
featured will include rushing, passing, 
sacks and interceptions, among others. 
Over 200 offensive and defensive 
plays, many of them unique to college 
ball, will offer variety and playability, and 
a new artificial intelligence engine 
(improved from Sony’s acclaimed NFL 
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of America is releasing NCAA 
GameBreaker. 

GameBreaker is the first 
football game to give special 
credit to the sport’s star 
players. Many of the game’s 
quarterbacks, running backs 
and receivers are equipped 
with a greater level of skill than the 
other players. This adds realism that 
many games lack, since the more 
carefully trained players are able to 
perform better than their less skilled 
(but no less essential, of course) 
counterparts. The guys who make 
things happen are finally allowed to 
really make things happen. 

The statistics of the top 100 players 
will be tracked through the entire 
season, although actual players’ 


GameDay; see the interview with 
executive producer Chris Whaley 
on the following page to see what 
they’ve done with it) will make this 
game a force to be reckoned with. 
The game features all 110 
Division I-A teams, the top 
Division I-AA teams, and all 10 
conferences, including the 
Western Athletic Conference and 
the Big 12. It also includes I-A 
bowl games like the Rose Bowl. 
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All 110 Division | stadiums will be in the 
game, and many school fight songs 
will also be included (performed by 
the University of Southern California 
marching band). An announcer will also 
be on hand to make you feel like you’re 
right there on the field. 

The animation of actual players was 


motion-captured for more 
realistic football movements 
and new animations not 
seen in GameDay will 

be featured, including up- 
ended hits and one- 
handed catches. 

From the little we’ve seen 
of the game, it looks like it 
will offer realistic playing 
conditions like muddy fields 
and artificial turf, which may 
influence the outcome of a 
close game. There are a 
substantial number of 
football games on the 
market, and GameDay has 
proven to be one of the 
most respected and influen- 
tial titles available. Now 
GameBreaker will try to 
surpass its predecessor’s 
success. Though this title 
will focus on college ball, it 
looks like Sony may once 
again set the standard by 
which all future football 
games will be judged. 


with Gony’s Playmakers 


.S.X. talks with Chris Whaley, 
executive producer of the 


a 
P GameBreaker project, about 


fireworks, angry computers and 
seat belts. 


P.S..: What did you try to do with 
GameBreaker? What was your goal? 
C.W.: GameBreaker has a theme to it. 
When we sat around and thought about 
what college football meant to us, as 
opposed to a pro football game, we 
started thinking about guys like Rocket 
Ismail returning punts for touchdowns 
and winning games, or Tommy Frazier 
in the Orange Bowl, with guys just 
sliding off him as he’s ripping it for 70 
or 80 yards. That’s how we came up 
with not just the title of the game, but 
also the way the game is played. The 
game is built around the top, say, 60 to 
80 college football players being vastly 
superior athletes as opposed to the rest 
of the college football players. That's a 
little bit different than in the pro game 
where, as great as a Jerry Rice is, the 
discrepancy between a Jerry Rice and 
an average player is not nearly as 
great as the discrepancy between a 
Keyshawn Johnson and an average 
college football player. 


P.S.%.: Does that change the 
gameplay a lot? 

C.W.: Definitely. You have big plays 
on both offense and defense, a lot of 
broken tackles, more kickoffs get run 
back for touchdowns...we’re still in the 
tweaking stages, but say you run the 
wishbone, you might get stuffed three 


times and then you'll pop it for 70 yards. 


It’s that kind of a game, more so than in 
~ GameDay where you just work your 
way down the field. 


P.S.%..: So there’s more fireworks in 
GameBreaker? 

C.W.: Exactly. Definitely more 
fireworks. 


P.S.C.: Now, how different is 
GameBreaker from GameDay? 
C.W.: We made a lot of changes. 
The first change that we made is that 
we set the frame rate up to 30 frames 
per second; GameDay ran at 20. 

So, immediately when you see 
GameBreaker you'll notice that it’s 
much quicker and much smoother 
than GameDay was. The second 
thing was that we worked almost 
exclusively on gameplay and 


computer artificial intelligence. Anything 
that a human being can do, the comput- 
er opponent can and will do. In 
GameDay the computer would spin and 
hurdle. Now he speed bursts, he stiff- 
arms right, he stiff-arms left, everything 
that the human can do, he can do) He 
knocks receivers down, he does 
everything. There’s a lot of character in 
this game. If you burn ‘em deep with 
Keyshawn Johnson, in the next play, 
the computer’s going to be upset with 
you and maybe he’s going to cloc 
Keyshawn coming right off the line 

of scrimmage. 


PSC: That’s great! Do you think that 
gives the game more realism, as 
opposed to GameDay or maybe some 
other football titles? 

C.W.: Well, when you're playing this 
game in Two-player Mode, there’s a 
great thrill factor—it’s a nonstop 
button-presser—but even when 

you're playing it in One-player Mode, 
it's going to feel a lot like you’re playing 
a second player, more so than any 
other sports game. 


P.S.%.: Do you think that it’s realistic 
enough for real football players to learn 
anything from it? 

C.W.: Well, | don’t think that coaches 
are going to use this game to teach 
players how to play football, but I think 
that for a video game—keeping the fun 
factor in mind—it’s as real as we can 
get, to this date (we intend to get better 
every year), and still make sure that it’s 
a blast to play. I’m not sure that in real 
life Lawrence Phillips can throw three 
stiff-arms in five seconds, but it’S sure a 
helluva lot of fun when he does jit 

in GameBreaker. 


P.S...: What would you say is the 
most important feature of the game? 
C.W.: | think the most important feature 
of the game is the thrill factor; it’s Street 
Fighter on a football field. It's very much 
a nonstop thrill kind of game. Of course, 
we have a lot of things that you might 
expect from a next-generation football 
game. We’ve got 12 fight song§g, all 
done by the University of Southern 
California marching band, we’ve got all 
110 stadiums, and I’m not just talking 
about putting the logo in the center of 
the field here; we’ve got all 110 Division 
| stadiums. It’s a massive production. 


P.S.U.: Was there anything that you 
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couldn't do with the game? 

C.W.: Well, we couldn't put athletes’ 
names in there, but we think that 
we've gotten around that by putting the 
regular players’ numbers in white and 
the gamebreakers’ in yellow; so if you 
see a yellow number out there, you 
know that he’s your man. It’s much 
easier for the average consumer to 
find those stud guys and get the ball 
to them. | 


P.S...: Now, as far as the look of 
the game, did you motion-capture 

the players? How did you go about 
illustrating it? 

C.W.: Of course, we used motion- 
capture of college athletes. It's a 
two-and-a-half-D type of game, in that 
the stadium is fully true 3-D, but the 
players are sprites. 


P.S.X%.: As far as playing the game, are 
there any hidden teams, cheat codes, 
things like that? 

C.W.: There’s 64 Easter eggs in this 
game. We'll be releasing some of them, 
but what we’re doing with them is, 
they’re being offered as rewards. 

After winning a game we're going to 
give you an Easter egg. And if you win 
a game in a bowl or a tournament, 
we’re going to give you a really good 
Easter egg. And if you win the national 
title, we’re going to give you a great 
Easter egg that opens whole new levels 
of play, including special hidden teams, 
and all-time great teams. Sure, we’re 
going to have the ’83 Huskers in there, 
but we’re also going to have the All- 
Time Huskers, so you can have Irving 
Fryar and Turner Gill and Mike Rozier 
paired up with Tommy Frazier and 
Lawrence Phillips. 


P.S.%.: Okay, last question: Do you 
have any advice for players who will be 
taking up this game? 

C.W.: Put your seat belt on. 
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Official Licensed Preduct of USA Basketball. U.S. Geld Sports and Eidos Interactive are trademarks af Eides PLC. €1996 ides PLC. PlayStation and the PlayStation < —. 


lege are trademarks of Sony Computer Entertainment Inc. SECA, SECA SATURN and leges are trademarks af Sega Enterprises, Lid. All Rights Reserved. 


PlayStation .. 


— only one game Big enough 66 held all he stars 


and all thelr maves 
Dream Team Basketball fram U0. Geld Sperts. 


Wild 3D 8C1 gr aphi cs 
reallyreck the rim. 


! layers 
Take on the world 5S besb P!ag of sirepower 


array 


omé 
with the mosh awee bled on One BEAM. 


4p me n ever assem 
Ye you could geb 

“is much werld-clas> @ 
Ng... with some fet 


So 


} | 3 
ae | Uk es 
Ss. " 4 
a & > 
farce <3 AP: 

o oe q Se ae i 
oad ae : z 
3s ee. 4 —s sft Bes, 
_ = 6 ee 83 

E a “ z 
a a ; 
ea es Fy @ 


: "ame feeps JA ge 
YoY qobba be APEAMIN .. : til O'Neal 


erneé Hardaway 
Grant fill 
Karl Malone 
Reggie Uller 
Hakeem Olajvwen 
vcobble Pippen 
David Robinson 
John Stockton 
Glenn Robinson 
Mitch Richmond 
Charles Barkley 


#) 
ee 


hat’s not a moon—it’s a space station!” Now fans of the 

Star Wars universe can blast away at Stormtroopers, 
bounty hunters, even those annoying little ’droids that scurry 
around the halls of the Death Star, in the PlayStation 
conversion of LucasArts’ Dark Forces. 

This first-person, 3-D, shoot-anything-that-moves PC 
favorite is faithfully translated for the PlayStation, with the 
same stereo sound and smooth movement that PC users will 
recognize. Drawing on the tradition of games like Doom, Dark 
Forces places you in the role of Kyle Katarn, a mercenary 
working for the Rebel Alliance. You must destroy enemies in 


the halls of the Death Star 
and other familiar locations 
: THEME 
3-D Shooter 
# OF PLAYERS 


7 1 

a # OF LEVELS 
CHALLENGE 
Moderate 


14 
, PUBLISHER 
LucasArts 
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from the Star Wars 
saga, armed with a variety 
of weapons—from a simple 
blaster to a thermal detonator 
that can be lobbed over 
obstacles to take out those 
hard-to-reach Imperial scum. 

This game improves on the 
familiar Doom theme by allow- 
ing your Character to jump, 
duck and shoot up and down, 
giving the game more of a true 3-D feel. The sound effects, 
including voice effects from most enemies, add to the realism. 

Health and ammo gauges are placed in the bottom 
corners of the screen, conveniently out of the way of your 
view of the action, and a detailed heads-up display 
automap allows you to track your progress while still 
keeping an eye on the bad guys. 

With 10 weapons and 20 different Imperial enemies, 
Dark Forces fully immerses you in the Star Wars universe. 
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Despite these graphic lives and points. A second player can 
enhancements, Robotron X’s join in to help you through the levels or 
plot and gameplay are the compete against you. 
same as its predecessor. You The levels themselves are viewed 
Still have to spend level after from a multitude of camera angles, 
level protecting innocent which pan up and down to follow the 
humans from marauding action. With all its shifting camera 
robots. Robotron X’s control angles and robot-filled levels, Robotron 
mechanics are also similar to X not only looks better than the 
the original's. The arcade Original—it’s a more intense game, too. 
game featured two joysticks— 

t was perhaps the most intense one to control the hero and the other to 

arcade game of the early 1980s. aim his weapon—and the PlayStation 
Now—courtesy of Williams and the joypad emulates this control setup. Now — 
polygon-pushing power of the the D-pad moves the hero and the four : 
PlayStation—Robotron is breaking into buttons aim his weapon. 


the ’90s, and it’s packed with sharper Robotron X’s sound effects Fted 
graphics, improved sound and the same _ are also light-years ahead of = 
action-packed gameplay as the original. | the beeps and whistles of the 


Robotron X is Williams’ high-tech arcade stand-up. The new wae /k fe 1F7- AL 7 eee 
follow-up to its arcade hit Robotron game features techno dance f/f: Jit tt. (US 

2084. But while the nearly 15-year-old music and plenty of funky 

arcade classic featured a simplistic, sound effects. Lots of digitized 

single-screen playing field, the speech lets the game’s 

PlayStation version throws the game characters scream and shout— 

into a 3-D arena full of texture-mapped something they never did in 

bystanders and bad guys. Robotron: 2084. 


The game is loaded with more 
than 100 levels, as well as new bonus 
rounds that let you load up on extra 


THEME 
| Shooter 
© # OF PLAYERS 
= 1 or 2 


# OF LEVELS 
99 


We CHALLENGE 
Moderate 


PUBLISHER 
Se Williams 
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ome funny things have 
supposedly gone on 

at the Air Force’s most 
infamous airbase, Area 51. 
This top-secret facility has 
allegedly been the site of 
secret biological testing, alien 
autopsies and other nasty, 
ET-related activities. 

The Air Force, of course, 
denies all knowledge of 
any mad science-type 
experiments going on at the 
base. In fact, the military 
denies the base even exists. 

Gamers know otherwise; 
they've visited the base in 
the arcade version of Area 
51. Now the game is coming 
to the PlayStation, and it 


THEME 
3-D Shooter 


| # OF PLAYERS 
11 or 2 


# OF LEVELS 
6 


» CHALLENGE 


PUBLISHER 
Williams @& 
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promises all the atmospheric, 
alien-blasting action of the 
arcade original. 

Area 51 is a first-person 
shooting game that relies on 
full-motion video to guide 
players through the game’s 
rendered environment. You 
can use Sega’s light gun to 
blast through Area 51’s 
levels, which take you 
through the fabled airbase 
itself. Williams took special 
pains to make Area 51 as 
authentic as possible, relying 
on U.S. Geological Survey 
maps and even a Russian 
spy-satellite photo of the 
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base. Each portion 
of Area 51, from its 
hangar to its loading 
docks, is rendered 
out in 3-D graphics, 
while live actors and 
animation techniques were 
used to create the game’s 
army of enemies. 

Area 51’s plot could be the 
basis of an X-Files season 
finale. A top-secret experi- 
ment on alien technology has 
gone horribly wrong, and now 
the base is being overrun by 
mutating aliens. You, as part 
of the government’s alien- 
threat response team, have 
48 hours to clear the base of 
its monstrous inhabitants. 

Fortunately, you don’t have 
to enter Area 51 on your 
own. The game lets two 
players battle side by side. 
As you progress through 
the game, you'll occasionally 
see other blue-uniformed 
members of the 
alien-busting team. 
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The PlayStation version 
also promises a few features 
not found in the arcade 
game, such as alien vision 
which lets you seek out 
hard-to-see aliens. Secret 
rooms and other surprises 
have also been added. 

It's unknown whether these 
additions to the game can be 
found in the actual airbase. 
One thing’s for sure: The Air 
Force will never tell. 


dvanced Dungeons & Dragons. 
The game that started the 

role-playing game revolution. The game 
that kept countless teenagers up late at 
night. The game that spawned many a 
computer RPG. Now AD&D will invade 
your PlayStation in the form of a new 
3-D fighting game with new features 
and greater depth never seen before 
in the fighting game genre. 

lron & Blood takes place in the other 
worldly realm of Ravenloft, which many 
AD&D players should be familiar with. 
Beings that evil people consider truly 
evil make up the inhabitants here. It is in 
this realm, naturally, that the battle of 
good versus evil takes place. 

Three-dimensional fighting games 
are rapidly becoming the standard of 
choice. As we saw with 2-D fighting 
games, however, Street Fighter II clones 
can over-saturate the market fairly 


THEME 
Fighting 
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# OF LEVELS 
N/A 


i moderate 


PUBLISHER 
Take 2 
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quick, leaving players with the 
unpleasant aftertaste of too many 
similar-looking games. So how is Iron & 
Blood not a Virtua Fighter clone? 
Simple, it’s called a Campaign Mode. 

lron & Blood will showcase a 
Campaign Mode where teams on the 
side of Order (good) will fight teams on 
the side of Chaos (evil). Players will 
decide how many fighters will make up 
a team, as well as how many lives each 
fighter will have. After that, each player 
selects, round by round, who will fight. 
Each battle will have an objective to 
win. This objective usually will be in 
the form of a magical ability or some 
other improvement. For example, the 
Black Knight may win a fight and gain a 
magical ability to use in a future battle. If 
he already has one, he may increase its 
level. Up to level three may be earned, 
which signifies how many times in one 
round that power may be used. 
If you’ve reached level three, 
then the next win will earn you 
an arcane power. Those can 
only be used once but have 
great effects. 

Certain secrets will be hiding 
in lron & Blood as well. 
Certain signals (which vary 
according to the stage 
that the current fight 
is on) will audibly 
or visibly notify 
players to enter 
a specific code 
(which will vary 
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according to the signal). The first player 
to enter the code correctly will win a 
secret artifact. In future battles, the 
team with the artifact can invoke certain 
offensive spells, heal injured fighters or 
perform any number of other powers 
that can have a great influence on the 
outcome of a battle. 
The great part to all of this is that 
any powers or items earned can be 
permanently saved to your PlayStation 
memory card. That means if you’ve 
gone through a fighting marathon with 
your weak friend and earned a lot of 
friendly power-ups, you can 
keep it to use again for 
another day. Your 
players can even 
ms eventually gain 
strength in the form 
of extra health if 
they win enough 
matches. A limit will 
be placed on how 
powerful you can 
become, so that new 
players will have 
a chance against 
veterans. Also, the 
programmers have placed 
markers to know if you have cheated 
your way through. So forget about that 
idea of playing a Two-player Campaign 
Mode by yourself to earn everything for 
free. Your team will be labeled “Cheater” 
for all your friends to know! 


Tk 5 a.m. It’s time for 
that early morning cup 
of java along with a donut or 
two. You look out of the 
window and know that today 
is a good day to strap on the 
ol’ explosives and run around 
a cube just for the sport of it. 

A little strange? Yes, but 
it’s just another day in the 
world of Blast Chamber. 
The difference being that in 
the Blast world, no one gets 
coffee or donuts. 

Athletes are raised in 
“stables” from birth to 
compete in 


a game where they are 
unknowingly equipped 
with a large quantity of 
explosives. The explosives 
are triggered if the athletes 
fail to find the crystal and 
floor panel that turns off the 
bomb on theif\backs until 
the next stage. 

There are over 40 levels 
for one-player play.and over 
20 for the Multiplayer Mode. 


In One-player Mode the 
player goes through each 
level with the same 
objective: Find the crystal 
and floor pad as fast as 
possible or die. The lev- 
els change in design with 
stairs, spring pads and 
moving platforms. More 
difficult obstacles inhabit 
the later levels as the 
gamer makes his/her 
way to the final stage 
where they face the evil 
corporation behind the 
Sadistic game. Some of 
the obstacles include: spiked 
walls, lava floors, blower fans 
and spring boards. 
Multiplayer Mode gives 
gamers the opportunity 
to compete against 
their friends—and 
enemies—in the 
same type of 
levels except now 
there are four 
players total, 
each trying to 
locate the crystal 
and touch their 
corresponding pad. 
By touching their 
colored pad, their 
timer increases, thus 
giving them more time to 
live and wreak havoc on 
their opponent. The levels 
also feature power-ups that 
help players outsmart other 
gamers. Enhancements like 
anti-gravity boots and extra 
time make for some intense 
combat. The shoulder slam 
also helps when gamers are 
in a bind. 

The graphics in the game 
are 3-D-rendered,,.texture- 
mapped polygons. They 
feature various lightingeand 
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Find the best way 
to rotate the cube 
and retrieve the 
crystal. Touch 
your pad soon 
after or make like 
plastique explo- 
sives and kiss 
your hiney g’bye! 


shading effects. Gamers 
will notice these effects 
used frequently throughout 
the game with deadly 
laser blasts and explo- 
sions occurring when the 
timer hits zero. Since the 
levels are set in a cube they 
“go back” in space, creating 
a 3-D feeling that comple- 
ments the graphics and the 
design of the chambers. 

Grab a donut, enjoy some 
coffee and instead of really 
donning a backpack full of 
dynamite, sit down, grab the 
ol’ PlayStation controller and 
play Blast Chamber—a much 
safer, practical choice. 
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Action 
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Moderate 


=) PUBLISHER 
Activision 


THE RUNDOWN 


There are many different designs for the 
: scccseseseeeee levels of Blast Chamber. Due to the bomb 
on your back, it should be interesting to 
see how the explosions match each level. 
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H Campaign mode for hours of 
real helicopter combat 

M@ Day and night missions in 

Central Europe and the Persian Gulf 
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t may be the game that 

started the fighting ase dt FRE > Fase ee =a F 
craze. Before Mortal Kombat, ‘ ' sa : a thee > ee 
before Virtua Fighter, before | a 
Tekken, there was Street 
Fighter. Although they were 
perhaps not the first games 
of the genre, the Street 
Fighter series was certainly 
the first to achieve such 
widespread success. Street 
Fighter Alpha, released in 
February for the 32-Bit 
systems, has already sold 
over 230,000 


units. Now Capcom is including the hidden 
bringing the newest characters Dan, Akuma 

Street Fighter and Bison. Five new 

arcade hit to the characters have been 


PlayStation. added, including Rolento 
Street Fighter from Final Fight, Gen 
Alpha 2 from Street Fighter and a 
contains both brand-new female fighter 
high and low named Sakura, whose 
Alpha counters to moves are nearly identi- 
block blows and cal to Ken and Ryu’s. Old 
deal out more dam- favorites Dhalsim and 
age, and new moves Zangief—who were inex- 
and combinations plicably left out of Aloha— 
have been added to also return. This brings 
each character’s reper- the total tally of fighters to 
toire. Mid-level Bosses 18 playable characters, 
and hidden levels the most of any Street 
have also been Fighter title yet. 
added for greater Visually, this game is 
challenge. more impressive than any 
In addition to other Street Fighter title. 
these new features, In addition to the spectac- 
Capcom promises ular comic book-quality 
faster gameplay graphics found in Alpha, 
and more precise Alpha 2 now features 
control than in the 20 multilayered back- 
previous version. grounds, some of which 
All of the fighters can interact with the 
from the first action taking place in the 


Alpha are back, foreground. Advanced 
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lighting effects and new 
music further enhance 
the experience. 

This game may not be 
the much-anticipated and 
long-overdue Street Fighter 
Ill, but it should keep the 
many fans of the series 
happy until Capcom 
finally unveils the third 
installment. A 
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For PlayStation™ 
and Sega” Saturn™ 


Visit your local retailer or ca 
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here’s something about going 

around the world that appeals to 
adventurers. Maybe it’s the exotic 
places they visit or the interesting 
people they meet. It’s probably the 
vehicles of death they can 
drive as they make their 
way around the globe— 
firing as many missiles 
and ramming into 
their enemies as 
much as possible. 

Sound familiar? If 

gamers played the 
first Twisted Metal, 
they should know 
what destruction is 
all about. The sequel, 
entitled Twisted Metal 
2: The World Tour, puts 


THEME 
Driving/Shooting 


players in the same type of game- 
play with plenty of added features. 
Instead of fighting in an urban 
atmosphere, players will find 
themselves in various cities 
around the world, each 
with its own look and 
feel. Each vehicle 
also has new 
weapons. More 
‘\ attacks and 
various upgrades 
make for some 
interesting car-to- 
car combat. New 
vehicles have also 
made their way 
into the upcoming 
sequel. Some of the 
new ones include: a 


= y # OF PLAYERS 
— A 1 or 2 

= # OF LEVELS 
= N/A 

fem: 
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hearse, a bulldozer, a race car and most 
impressive, an armed man strapped to 
two large wheels...strange but true. 

The objects and enemies alike can be 
destroyed as gamers make their way 
through the levels. 

The arenas in Twisted Metal 2 are not 
as confined as before. There are no set 
tracks—the sequel has totally open 
environments. Since the programmers 
have had a year to 
tweak the engine, Sony 
feels that they will now 
know all the tricks of 
the trade. 

The car and object 
graphics, along with 
the backgrounds, have 
been upgraded and 
fine-tuned so they 
look even better 
than before. 

In a way, Twisted 
Metal 2 is like Indiana 
Jones: Traveling in 
cities around the world, 
trying not to get killed—then again Indy 
never really got strapped to two giant 
wheels with heavy artillery and started 
battling the natives in their bulldozers! 
Whatever the case may be, Twisted 
Metal 2 takes gamers around the world 
in a deadly way. 
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e've all heard the catch 
phrase: “It has begun!” 
With all of the sequels, hand- 


helds and merchandise the 
Mortal Kombat universe has 
unleashed upon our world, 
the phrase has kind of lost 
its effect. MK Trilogy for the 
PlayStation might just be the 
spark that'll set the Mortal 


Kombat fire again. 
Containing all three of the 
Mortals in one nifty package, 

gamers will find all of the 
secrets, all of the characters, 
all of the moves along with 
some other additions that'll 
please MK fans. All 
of the pit stages, 
babalities, fatalities 
and animalities are 
included, making 
this one what it 
always was—outra- 
geously fun. This 
version is even 
supposed to have 
random exploding 
babies. Remember, 
this version isn't 
three separate 
games. MK Trilogy is all 
versions in one game. 
Thanks to the power of the 


PlayStation, MK will feature 
all of the digitized graphics 
and killer sounds that MK 
gamers are accustomed to— 
arcade-perfect graphics 
along with minimal load time. 
The Hollywood star Johnny 
Cage doesn’t seem to appear 
in the normal game—is he a 
secret character? Gamers 
can play as Human Smoke 
and Rain among others. The 
oldie but goodie characters 
like Baraka and Raiden are 
included in the Trilogy. 
Baraka also has his old 
Spinning Scissor move that 
has been called “cheap” by 
some. Besides the normal 
ones, there is a whole array 
of new hidden characters. 
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A new breed 


uke Nukem 3D is the hottest Doom 

clone to hit the PC market since, 
well, Doom. So you knew it wouldn’t be 
long for multiple versions to come out 
on other platforms. 

Duke Nukem 3D deserves its popular- 
ity. The levels are large and creative. 
You can fight in various sceneries like a 
moon base, a pool hall, a strip bar, an 
arcade, a porno theater, a spaceship, a 
submarine, underwater, in the sky, etc. 
The list goes on and on. Each of 
the levels is drawn with the 
upmost attention paid to Fin SSNERNORY (Coppers ioe 
detail. You can blow f a aS BAR 1150, &: | 
up windows, kick in 3 j Saas 
air vents and climb 
around air ducts 


weapons can be found in (gloves that launch mini-missiles) and a 


and fly inside sky- Duke 3D. You have a freeze ray (just go up and kick your 
scrapers to check basic pistol, shotgun and _ frozen opponent into a shattered 
out hidden rooms. chain gun. No big deal Oblivion). 
Many unique there. But what about an The secrets are plentiful and hard to 
RPG (rocket-propelled find. Some are so hard that you'll pat 
grenade), a shrink ray yourself on the back for finding them. 
(after shrinking your You may even find secret levels if you 
enemies, you walk up and look hard enough. 
squish them), pipe bombs (that PlayStation owners should be excited 
you toss and detonate when you to play a fantastic game that PC owners 
want), laser trip mines, a devastator are buzzing about. 
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NICE PUNC 


Unfortunately, he has an iron jaw 
(and a rocket launcher). 
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CHAOS IN 
LEMMINGS LAND @& 


More suicidal Lemmings 


Welcome to 


™ 
s 


and you must 
guide the hero 

on an incredible 
journey through 
Lemmings Land to 
defeat Evil Ed and 
break his spell. 
Fortunately, 
Lomax has pow- 
ers and abilities 
far beyond those 
of the average, 
air-headed 
Lemming. He 

can leap above opponents 
and surprise bad guys with 
spin attacks. If Ed’s hench- 
men get especially tough, 
Lomax can hurl his magic 
hat at them. 

Such varied attack styles 
make for a game that’s 
more action-oriented than 
past Lemmings titles. But 
then Lemmings can't just 
keep walking off cliffs 
forever, can they?! 


he Lemmings are back 

for another PlayStation 
adventure, but this latest 
outing of the suicidal critters 
is a bit different from their 
previous adventures. 

For starters, the game is 
based on an animated 
series that airs in England, 
and it doesn’t follow an 
army of Lemmings through 
a hazard-strewn environ- 
ment. Rather, it follows one, 
Sir Lomax, who’s on a quest 
to save Lemmings Land. 

The bright, colorful world 
of the Lemmings has been 
invaded by Evil Ed, who has 
brainwashed the land’s 
inhabitants to do his evil 
bidding. Only Sir Lomax has 
avoided being brainwashed, 
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Action/Adv. 
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> Hundreds of deadly weapon 
combinations! 


> Over 100 robotic killers to 
challenge you! 


» Intense split-screen mode for 
2-Player head-to-head battle! 


any y # OF PLAYERS 
= Pow 1 

- A, # OF LEVELS 
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PlayStation!! 


Visit your local retailer or call: 


1-818-879-5728 ror onvers ony 
For game tips on our products, call: 
1-900-370-HINT sioner es 


Must be 18 years of age or have parental permission. 
Touch-tone phone required. 
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digital studios 


PlayStation and PlayStation logos are trademarks of Sony 
Computer Entertainment Inc. Sega and Sega Saturn are 
trademarks of Sega Enterprises, Ltd. © 1995-1996 Altron 
Corporation. All rights reserved. KOKOPEL! digital studios 
is a trademark of TeHQ, Inc. 


Fly over terrain 
texture-mapped from 
real-world locations. 
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ntinues, only now on Russian soil 


nce the plot and 
clues which will help 


uU in your fight, and multiple 


1 angles give the story 
litional depth and realism. 


e inclusion of EA’s new 


> dynamic sound system 
to the tension as 


€ music adjusts itself to the 
; £ 
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sion of the story. 
t like in a movie, the 


will be tailored to the 
ts ON screen. 


1e previous Strike titles 
ve iene rated a wide fan 


Pe eewesseeceseses 


Soviet Strike is filled 


with new enemies. 
Whether you're on 
land or over sea, 
you have to go 
against the toughest 
defense in the 
Russian territory. 


See ecceseesesessy 
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# OF PLAYERS 
1 


# OF LEVELS 


AVAILABILITY 
November 
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Crash in Early and Get a 
Free Alternative Music CD. 


Go to your participating retailer before September Sth and reserve your copy of the incredible, soon-to-be-released Crash Bandicoot.” 
You'll get a free music CD - a 12 track alternative mix that you won't find anywhere else — while supplies last. 


SONY 


NAUGHTYAEIS WWw.sony.com 


SOMMRSIEE. PlayStation 


The Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. CRASH BANDICOOT is a trademark of Universal Interactive Studios, Inc. ©1996 Universal Interactive Studias, inc. Source Code: ©1996 
Naughty Dog, Inc. all rights reserved. Developed by Naughty Dog, Inc. The ratings icon is a registered trademark of The Interactive Digital Software Association. Made and Manufactured in the U.S. See participating retailers or call 1-800-345-SONY (1-800-345-7669) for full promotion rules and regulations. 
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hat happens when of the Saturday-morning 


Death takes a cartoons. 
vacation? This question is In addition to Eric Idle, the 
the premise of Psygnosis’ cast features Nigel Planer of 
Discworld 2: Missing the BBC comedy series The 


Presumed...?! This humorous Young Ones, so this game is 
cartoon adventure based on certain to amuse any fan of 


the writings of best-selling British humor. 

author Terry Pratchett looks The simple point-and-click 
to be a satisfying interface of the first Discworld 
sequel to game was extremely easy 


to use, and it appears 
that the developers 
have kept the 
interface pretty 
much the same 
in the sequel. 
This all 
promises 
to make 
Discworld 2 
just as 
outstanding as 
the original. 
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the quirky 
Original. 
When Death 
decides that 
drinking beer on 
the beach is more fun than 


THEME taking souls, our hero 
Rincewind (played by Eric 
A dven 
seein Idle of Monty Python fame) 


_ f # OF PLAYERS must convince him of the 

=| 2a 1 necessity of his job. This, of 
= course, is just the beginning, 
Ki # OF LEVELS as Rincewind’s quest takes 
= (es N/A him through a series of 

= AVAILABILITY puzzles described by the 

—) y November designers as “mind-boggling.” 


The artwork promises to be 
DEVELOPER even more stunning than the 
A Perfect Ent. Original, with a team of more 
. than 50 animators employed 
to create a world straight out 
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Double the pleasure 


emember Rayman, the 

lovable little disjointed 
creature from Ubi Soft’s 
game of the same name? 
This strange guy could hurl 
his fist through the air and 
take out enemies with a 
single scary face. Well, he’s 
back in Rayman II and 
weirder than ever. 

With new worlds, new 
enemies and art and music 
that are sure to receive as 
many accolades as the 
Original, Rayman II pits our 
happy hero against a band 
of robots intent on taking 
over his world. His main 
weapon is his flying fist, 
which can now be directed 
to attack enemies from 
behind, above or below. 

In combination with other 
objects, it can also move 
Rayman around the 
landscape. 


Beautifully animated characters and 
backgrounds should make Rayman just 
as popular the second time around. 


The landscape has 
undergone a significant 
change since the original: 
There are now two different 
paths Rayman can 
choose. Although the 
game is still set up primarily 
as a side-scroller, at certain 
points on the terrain Rayman 
can transport himself to the 
background path, giving the 
game twice as much depth 
as the original. 

With diving equipment to 
move around underwater, 

a drill to take Rayman 
underground and 
a number of 
helpful landscape 
features, Rayman 
Il promises to be 
every bit as fun 
and challenging 
as the original... 
with a few 

twists. A 
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BUY AND SELL USED 


PLAYSTATION GAMES 
Prices good thru 9/15/96 


we sell used / we buy 
os S395 
. 33.95/17 


Ay TOI « c-0ecs.% 
Agile Warrior. . 
Air Combat . 27.95/11 
Alien Trilogy . 41.95/23 
Alien Virus a2 2 CAI 
Alone In The Dark .....-CALL 
Aquanauts Holiday . CALL 
Assault Rigs , SB9O5/17 
Bases Loaded 96 . 43.95/19 
Batthke Arena Toshinden 2 .43.95/26 
Batthe Arena Toshinden .29.95/13 
Beyond The Beyond 43.95/26 
Big Hurt Baseball 43.95/20 
Blazing Dragons 43.95/26 
Bogey Dead 6 43.95/26 
Bottom Of The Ninth 33.95/17 
Braindead 13 

Bubble Bobble CALI 
Bust A Move 2 31.95/12 
Buster Brothers 43.95 ¢ 
Casper. ; CALI 
Chessmaster eau SHOES 
Chronicles of The Sword 43.95/26 
College Slam 96 LEI 
Creature Shock SE «....cCALI 
CHiGOn: «<2s2e5 » eh 1 
Cyber Sled. 27.95/11 
Cy bel Speed 27.95/11 
Cyberia : 27/95/11 
D 48.95/23 
Dark Stalkers. 43.95/26 
Detcon 5 ot LOS/N1 
Descent oe Atl QAsP?3 
Destruction Derby 

Die Hard Trilogy 
Discworld .... 
Doom ... 
Dragonheart 

ESPN Extreme Games 
Extreme Pinball 

Fade To Black 

FIFA Soccer 96 
Foxhunt 

Galactic Atluck 


705 


602-967-0077 
For Orders Call: 
800-879-8825 


FIVE STAR 


VIDEO DISTRIBUTORS 
1415 E University Suite 5 
Tempe AZ 85281 


Check out our latest specials 
on the internet! 
http:)/www.5stargames.com 
e mail fivesta@goodnet.com 


THEME 
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DEVELOPER 
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we sell used / we buy 


Gex . 
Goal Storm . 


Golf the Final Round 


Gunship 2000 
Hardball 5 . 

Hi Octane . 

High Velocity 

Hive. The eer 
Hyper 3D Pinball. 
In The Hunt 
Intl. Track and Field 
Ironman XO 
Johnny Bazokatone 
Jumping Flash 2 
Jumping Flash 
Jupiter Strike 


4195/2 
43.95/2 


2s. 


' 
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we sell used / we buy 


Psychic Detective ... 
Raiden Project 
Rayman 

Resident Evil 

Return Fire 
Revolution X + 
Ridge Rater wceskns 


Rise of The Robots ... . 


Road Rash 

Romance/3 Kingdoms IV 
Shell Shock . 
Shockwave Assault 
Silver Load .. . 

Sim City 2000 . 
Skeleton Warriors. . 
Slam n Jum 96 


41.95/23 
. .24.95/8 
33.95/17 
{ 3.95/26 


YS/L9 


37.9S/15 


YS/IS 
95/23 
9§/23 
95/23 
Y§/23 
YS/15 
3.95/26 
3.9§/26 
YS/23 
YS/1Y 


Adventure 
# OF PLAYERS 


# OF LEVELS 


AVAILABILITY 
December 


Ubi Soft 


Space Griffon VF9 3195/15 
Space Hulk . 43.95/26 
Starblade Alpha 43.95/26 
Street Fighter Alpha 41.95/23 
Street Fighter The Movie .27.95/11 
Strike Point 43.95/26 
Striker 96 33.95/17 
Tekken 41.95/23 
[heme Park sce 42.95/23 
Thunderstrike 2 . ..... . 33.95/17 
Tokyo Highway Battle 43.95/26 
Top Gun: Fire At Will . 43.95/26 
Total Eclipse Turbo et STI 
Tripple Play 97 ...... 47.95/26 
Twisted Metal 31.95/15 
View Point senacalicwt | 
Virtual Open Tennis. . .37.95/19 
VR Soccer .. 43.95/26 
Warhawk, oc esiay ec . 3d 1LYS/IS 
Williams Arcade . 43.95/26 
Wing Commander 3... 43.95/23 
Wipeoul re ey ii lis 
World Golf. Tecmo... 43.95/26 
World Cup Golt .. 33.95/17 
WONS: cos eacs cams eH 
WWE Arcade Game. . .31.95/15 


Kileak Imperative 
Kines Field 

Krazy Ivan 
Lemmings 3D 
Loaded 

Magic Carpet 

MLB Pennant Race 2 
Mortal Kombat 3 . . 33.95/17 
MVP Baseball see a td 9526 
MVP College Football .. CALL 
NBA Live 96 224 43.9520 
NBA Shootout... ... . .41.95/ 
NBA Jan TE 2.6 5 cas A0-95/ 
NBA In the Zone... 29.95/ 
Need For Speed 41.95/2 
NFL Gameday. 41.95/ 
NEL Full Contact 43.95/2 
NHL Hockey Night 

NHL Faceolt . : 

NHL Powerplay 96 
Novastorm ees Ph 
Ott World Interceptor. .3 
Onside Soccer : 
Panzer General ... 35.95; 
PGA Tour Goll 96 . 35.95/19 
Philsoma 43.95/26 
PO'ed 41.95/23 > 20). eee 5 TET 
Power Serve Tennis 29.95/13 Zero Divide . . 33.95/17 
Primal Rage. . 95/23 Zoop :.2 795/11 
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HOW TO SELL YOUR OLD GAMES FOR CASH OR CREDIT 


List each game and price on a full sheet of paper with your name. complete address 
and telephone number 


2. Call 800-879-8825 to get a PO number ( IMPORTANT) 
3. Send your games and paperwork by UPS or Registered mail to our address. Make 


sure your PO number is on the outside of the box. All shipments must have a PO 
All games must include original box and instructions. Unaccaptable games will be 
returned at your expense 

Normaly a check will be mailed 1 week after we receive your package. If you would 
like to purchase games with your credit. follow the BUY steps listed below 


fen we TO BUY GAMES : 
For credit card or COD orders call: 800-879-8825 <= 
FOR MAIL ORDER: 


List each game and price on a full sheet of paper with your name. complete address 
and telephone number 


2. Calculate your order total. Add cap inp bps oa ($6 for 1st game and $1 for each 


additional). Foreign ordersplease call residents add 7% tax 


3. Mail your order and payment to our address 


For fastest service send a money order and list alternate titles. Allow 14 days for 
personal checks to clear 


yec! 10 availability No retunds or exchanges. All nghts reserved for all par 
MUST INClUDe ONGiNal Dox. INStruchONS aNd doturr 


hes mentioned. All pn 
entation. Games guaranteed for 30 days 


Objects in the 
foreground can 
affect the 
background, 
like this device 
which shoots 
marbles onto 
special parts of 
the back wall. 


here’s a new 
rat in town, 
and he’s 
blazing a trail 
onto the video 
game scene. 
Universal 
Interactive’s 
Naughty Dog 

development team has 
their dogs barking for 
all the world to hear. 

They have teamed up with 


Sony Computer 
Entertainment to bring out 
what should be Sony’s next 
blockbuster on the 
PlayStation. They will 
launch Crash Bandicoot on 
Sept. 9—the first anniver- 
sary of the PlayStation’s 
North American launch. 
There’s going to be a big 
party; we were there in 
New York for the first 
bash and we'll be in the 
house for the second 

one as well. 

So why all of the hubbub 
over Crash? Well, many 
gaming pundits, including 
the editors of PS.X., 
predict that all other 
PlayStation games could 
be roadkill in Crash’s path 
to stardom. The Naughty 
Dog dog house will be 
golden—not for the 
reason you're thinking— 
but because the game is 
a landmark for the platform 


and is being considered 
by many as a modern-day 
work of art in terms of 
content, gameplay and 
overall design. 

This game could prove to 
be a formidable hiccup to 
Nintendo and Mario 64’s run 
for Game of the Year honors. 

On the following pages, we 
won't tell you how many 
hundreds of pieces of pizza 
the Naughty Dog crew ate, 


ay TDD MOAT 


or how many orders of 
Chinese food they consumed 
while staying late to finish 
the game. We won't dwell on 
how many fortune cookies 
they cracked open, how 
many hundreds of 
thousands of cups of coffee 
they drank, or even how 
many Pepsi points they 
collected during the duration : = . 
of the project. , A 
But we will tell you what i> 


Nintendo’s Shigeru 
Miyamoto asked about the 
game when he visited the 
Sony booth to play Crash at 
the Electronic Entertainment 
Expo held this past May in 
Los Angeles. We'llalso  f 
tell you how they . 
arrived at the name 
Crash Bandicoot and 
what character they 
considered using 
instead of a bandicoot. 

You'll get some insight into 
what games influenced them #& . f 
to make Crash the way they #& 3 s 
did, and you will learn valu- % a 
able tips on how to better 
use the enemies you come 
across to your advantage. 

“The Boss characters have 
a lot of meaning to them, but 
the majority of the characters 
in the game were chosen for 
gameplay reasons as 
opposed to any historical 
significance,” said Jason 
Rubin, a co-founder of 


Naughty Dog and an 
ie, | 3 artist on the Crash Team. 
moo. a | 4 “The turtle, you can turn over 
err and use him to bounce on to 
get to those hard-to-reach 
places. There are stages in 
the game where that is 
extremely useful. Most of the 
characters, except for the 
Boss characters, were 
specifically designed to fill a 
i gameplay niche as opposed 

‘ to trying to fill a story niche. 
By spinning into an enemy 
with Crash, you can send it 
careening down the screen, 
clearing enemies out of the 
way as it speeds away. We 
call that bowling, and that 
is an extremely useful 
Pe es = gameplay element.” 
be a ee Those are just a few of the 
game’s elements; ideas 
which stemmed from some 
of the best games in history. 
It was Naughty Dog’s goal to 
combine the best aspects of 
its predecessors and create 
one very playable game: 

Not only that, they pushed 
the graphical limits of the 
PlayStation further than any 
other developer to date, and 
they have raised the bar in 
terms of quality. 

After the mass market gets 
its hands on Crash, no one 
will want to make Naughty 
Dog go sit in the corner. 
f= Instead, they’ll want to buy 
™ them Milk Bones and rub 
m their tummies in anticipation 

of the Crash sequel. That 
project isn’t being talked 
about quite yet by the folks 
at Universal; we don’t know 
too much about the sequel 
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is being 
considered. 

The big 
question that 
is making 
many 
gamers 
scratch 
their 
collective 
heads is 
why they decided 
to make a game using a 
bandicoot. 

“An earthworm was taken,’ 
Rubin laughed. “I can’t really 
remember why specifically a 
bandicoot. | remember why 
we decided to go with this 
specific type of creature: We 
anted to take a creature _ 


b] 
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except for the fact thatone 4 


res 
eee 


we flipped through it we saw 
an echidna (Knuckles of 
Sonic the Hedgehog fame), 
then there was a Tasmanian 
devil. We were thinking to 
ourselves, ‘Wow! Here’s a 
great group of characters. 
Look: There’s the wombat— 
okay, we’re not doing that.’ 
Then on the very next page, 
there he was, the stretched 
bandicoot. He looks exactly 
like Crash does now, except 
bandicoots aren’t orange and 

don’t have 
spiked hair; 
they don’t 
wear clothes 
or shoes. 

“If Knuckles has 
some echidna in 
him, | think 
Crash has 

some 

bandicoot in 
him,” Rubin 

added. “We 

saw it and 

we thought, 

‘Bandicoot, 
what a great 
- word.’ We 
my decided to go 
for it before 
everyone else used up 
all of the animals in the 

Tasmanian Mammals 

book. The book has 

some great game- 
related creatures in it.” 
) The folks at Naughty 

Dog have come a long 
, way from the days of 
sitting in their garage, 
pounding away on 
their Apple computers to 
make Way of the Warrior 
for the 3DO. 

“Way of the Warrior for me 
was nothing more than a 
learning experience,” Rubin 
said. “I think that a good 


that people knew of, but 
would have a hard time 
picturing in their minds. 

“At first we thought about 
going with a wombat, but 
nobody knows what a 
wombat looks like. We 
thought that too many 
people would think it was a 
bat. We didn’t like the name, 
although we wanted an 
exclusive animal. We bought 
a couple of books that had 
wombats in them, and one of 
them was on Tasmanian 
mammals. As 


all that. Crash has eight 
people as opposed to 
two. If one of the artists 
doesn’t want to do 
something or doesn’t 
see something, one of 
the other artists will see 
it and will do it. If one of 
the programmers has a 
weakness, another of 
the programmers will 
have a strength. 


“The control was ; Pa 
edictzed in Way oPthe f you don’t know what something is, it’s 


Weavier. | itdnic thot : time to head on over to your favorite 
criticism was valid. Now ) FUNK and WAGNALL to find out the 
we have someone more answer. For this answer, we looked in a 
skilled doing the control §& number of places. Why? Because we wanted a 
and | think that shows in 4 second opinion. 


the game. Crash _ > aoe 
“ek aes looks like a Nes By definition, a bandicoot is a small rat oft- 


team of people worked " ™) referred to as a pig-rat and is native to India, 
together for a couple of Ceylon, Australia, Tasmania—and has often 
years and labored at it, J been spotted on the north side of Chicago 

as opposed fo a game a A near Wrigley Field. 


couple of kids did in their . : ; 
me ane We certainly Now in the “that’s too much information for 


learned a lot, and if noth- jim me” department, the New American Desk 
ing else, we learned that = ¥ Encyclopedia defines a bandicoot in a little 
you can't just throw stuff {ay =more detail. The good book says a bandicoot 
together. It's got to work F&F b f th 
and things have to fit.” _ . oe Lucedt ae _ 
the Naughty Dog team 7a. We've been out 

deal of what was said about has gelled together ig of school for a 

the game was warranted. | extremely well. ey While sew cd 

think Way of the Warrior had “Now we have a team of a  . ) 

its problems. We did the designers, artists and Lea Fy and our Latin is a oe = = 

game with limited programmers that know [je gamm little rusty, but a quick phone call to a former 


how to get the job 7. Latin teacher helped verify that they are 


done,” he said. RMS" rabbit-sized marsupials, and are probably 
“We have a 4 


resources, out of our 
own pockets. We 
basically did the 


game out of our y Aitcat team mare closely related to the Dasyures. They have | 
den with our . ‘A and adifferent 4 7 tapered snouts ranging in length from species | 
friends. The ag philosophy.” to species. Now comes the too much 


voice-overs people \ , Assisting that team "y _ information: There are several reproductive 
ps ee “ee \ af ies 7 eee ‘4 mm differences from other marsupials. A bandicoot’s 
solutely: We di —- niversal, formerly o Bo Sg 
shear etna a \ Sunsoft and creator and gestation is only 12 days; the newborn babies 
50-cent \ designer of games like — are comparatively large. We could go on, 
microphone : , Aero the Acrobat and (a ag Dut this is a family 
and a Zero the .. —— | Publication. Their fossil 
Macintosh Kamikaze \ ‘ " history is problematic, so 
and we did Squirrel. Siller A gp their rain hin t 
enniacs Fale mnsutele gf their relationship to 
take. Way of some historic other marsupials is not 
the Warrior fully understood. 


had a lot of guts 
and determina- 
tion in it and a lot of 


Now you know what a 
marsupial is, and 
if anyone ever 


our sweat. At the same time, perspec- 

| think the game lacked alot __ tive for the 7 | tells you that you 
of guidance and overview team. He = , : can’t learn anything from a 
from someone who wasn't was responsible for telling bi a aN gaming mag, put this in their 
close to the game. That was __ the team what worked and AG ’ \ ap arid ihento ean 
hard to get when it was two what didn’t work in the past. ji ’ oP 

people. It was just Andy He used his vast experience | and learn. Peace Out. 
Gavin and |. Basically, if we and knowledge of the a 2p. \ 

didn’t want to do something, gaming industry to give input 

we didn’t do it, even if it was and guidance on how the 

the right thing to do. | think various elements of game- 


that Crash definitely changed _ play could be best handled. 


“At various times during 
the project Dave would 
remind us, ‘I’ve been in the 
business for how many 
years and have worked on 
dozens of titles.’ He knows 
what has worked in the 
past,” Rubin said. “His 
guidance helped us keep 
things in perspective. One of 
our biggest goals was not to 
look to the past too much to 
the 2-D games and environ- 
ments. Aero the Acrobat was 
a great game, but it was 
limited because of the 
limitations of the hardware. 

Obviously, those limitations 
seem like ancient history 
when developing for the 
PlayStation, “[It’s] a remark- 
able system and is capable 
of a lot of things,” Rubin 
noted. “We tried to push the 


hardware and make it work 
hard and we’ve done that. 
Our goal now is to take it 
one step further and see 
what we can do now to push 
the envelope now that we 
have 3-D.” 

Naughty Dog’s position 
was to utilize great gameplay 
elements from the past and 
bring them into the 3-D 
setting—complete with 
graphical enhancements 
such as a higher bit-depth 
palette that gives the game 
vivid colors. 

“We were always trying to 
raise the 3-D bar and | think 
we've done that,” Rubin said. 
Coming up with the idea to 
make a character-based 
game on the PlayStation 
was easy for the Crash 
Bandicoot Team. They 
realized the PlayStation was 
a Step above everything else 
and that creating a 3-D- 
based PlayStation game 
was very doable. 

“3-D on the 
gaming consoles 
is not a fake 
thing. For the 
first time, 3-D 
is really 3-D. 
Fighting games 
that we have 
already been 
exposed to on 

the PS and 

the Saturn 
have made 
the leap from 

2-D to 3-D 

very easily 
and with 
i... _ gre at 

results,” 
Rubin said. 


“The same holds true for 
driving games. In Outrun the 
2-D was evident. The 3-D in 


Daytona USA has set the 


standard for 3-D driving 
games and has made driving 


games that much 
better. We asked 

ourselves the 

-@ question, ‘Why 

hasn't that 

happened yet to 


any great extent in the 
character-based action 
games?’ The decision to do 
the character-based action 
game came from a desire to 
see this genre develop. To 
some extent we felt that it 
had been abandoned.” 
Rubin sees a great 
demand for such games, but 
little Supply to this point. “No 
one had really done a good 
job of bringing this type of 
game forward,” he noted. “At 
the time we started, the only 
games that we knew that 
were coming out were 
Clockwork Knight for the 
Saturn, and we 


a? 


the exact same thing to 
himself: ‘Someone has to do 
a good job on a 3-D-based 
character action game.” 
Rubin realizes his game 
will be pitted head-to-head 
against those of Miyamoto 
and Naka—virtual legends in 
the gamemaking world. 
“Both of those guys have 
histories as long as the video 
game industry has been 
around and have had great 
success with character- 
based games. They probably 
said to themselves, just like 
we did, ‘Let’s do something 
3-D.’ | think what ended up 
happening—which | believe 
_ is great for 


“The decision 
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knew that 
was going to be 

a 2-D character, and Bug!, 
another 2-D character. Bug! 
came out six months after 
we began in October of 
1994, so it seems like a long 
time ago. 

“At the same time, we 
knew Miyamoto-san (Shigeru 
Miyamoto) of Nintendo was 
Starting the same process 
with Super Mario 64, and 
was trying to develop his 
own 3-D character-based 
action game in true 3-D. At 
the same time, Naka-san 
(Yuji Naka) of Sega was 
Starting with NIGHTS saying 


a 
= 


yenre develop 


the consumer—is that three 
very different, all viable and 
very well-done titles will be 
available. | hope people think 
our game is very well done, 
and | hope we can stand up 
and be mentioned in the 
same breath as their games 
with Crash.” 

Rubin is confident that the 
game will stand up to that 
challenge, which will mean 
the world to Naughty Dog. 
“We think it will stand up to 
the challenge,” he said. 
“That would make me and 
the team happy because 


these guys (Miyamoto and 
Naka) are gods in the 
gaming industry, but they are 
three different games that 
came out of the three teams. 
The three teams went in very 
different directions.” 
Naughty Dog faced 
several very real 
challenges 
working in 
3-D on the 
PlayStation. 
They didn’t want 
to create a game 
that was blocky 
and they didn't 
want a game 
that had a flat 
plane of grass that 
you ran across, and 
then a flat wall of rock 
that you came up 
against. They didn't 
want gamers 


to feel as though they were 
running around in building- 
block and Lego environ- 
ments. They wanted the 
trees of the forests to come 
alive and the leaves to seem 
as though they were in your 
face in a jungle-like setting. 

To get that look on the 
PlayStation, Naughty Dog 
programmers used polygons 
and a proprietary technique 
to make those polygons look 
rounded and not jagged. 
They wanted to hide the 
rigidness of the polygons 
and make both characters 
and backgrounds round. 

In addition, Rubin knew a 
high frame rate would be 
crucial to the game’s 
success. “In any game, a 
driving game or a character- 
based action game, you 
can't let the frame rate go 
down below 30 frames per 


ee 2 . 
“t aos 
=. <= 


second or it really starts to 
hurt the game. | think ina 
driving or fighting game you 
might get away with it every 
now and then,” Rubin 
explained. “But in a 
character-based action 
platform game, where 
getting on a platform 
kills you or doesn't 
kill you, in one or 


dead. If 
you 


let the 


frame rate drop, 
the player loses 
that control and it 
ruins the game. So we 
knew from the beginning 
we had to do 30 frames 
per second or higher.” 
That wasn’t enough for 
the programmers, who 
wanted the game to have 
a higher resolution than 
the standard 320x240 to 
make the graphics look 
crisp. “In a lot of the 
games out there, people 
are saying the 3-D just 
looks so ugly,” Rubin 
said. “A lot of that is due 
to the fact that when 
there is not enough 
resolution, the texture 
maps get stretched too 
easily and when they go off 
in the distance they get 
shrunk and too much data 
gets lost. So Knowing that, 
we ended up doing 512x240 
for a resolution and that 
ends up being a useful 
medium resolution. It gives 
you both the balance of 
enough texture memory to 
have a lot of textures with 
enough screen space to 
really have a smooth look.” 
That look also applied to 
the 3-D polygon model of 
Crash. “Doing a character 
that didn’t look like he was a 
bunch of sausages stuck 
together with flickering at his 
joints was very difficult,” he 
said. “Basically we have the 
same technology they used 
in Jurassic Park called 
skinning. It’s a single mesh 
for the entire character as 


two frames you're 


World’s greatest game developer walks up to your 
booth and starts looking at your game and asking 
uestions. That’s exactly what happened to Mark Cerny of 
niversal Interactive and a member of the Crash Bandicoot 
JShigeru Miyamoto, creator of Nintendo’s Mario series, 
up and began looking at Crash. Cerny, who is fluent in 
Japanese, asked him if he was Mr. Miyamoto. Mark asked 
him what he thought of 
Crash Bandicoot. His 
answer to that was, 
“What do you think of 
Mario 64?” so no 
information was gained 
there. But Miyamoto did 
ask after Mark showed 
him all of the different 
environments in the 
game, “How are you 
doing the water?” He 
asked if they were using 
ture animations for the water. “Miyamoto played the 
game and he is a great gamer,” said Jason Rubin. “He is an 
ido of many of the members of the Naughty Dog team.” 


opposed to sticking joints 
into sockets. 
Tekken sticks 
joints into sockets 
». and you can see the 
flickering at the 
edges. That may 
be okay for 
Tekken; | love 
Tekken. | think 
i's a great game. 
We didn’t really 
want that in 
Crash. Likewise, if 
you have a Z- 
buffer even and 
you do that as 
they did in 
Mario 64, 
you don’t get a smooth 
joint—you sort of geta 
bunch-of-spheres- 
inside-of-each-other type 
of look, which is a cute 
look and it seems to work in 
Mario 64. But again, we 
didn’t want that look. We 
wanted a Warner Bros. look. 
We wanted a smooth, 
single-skinned character that 
we could crash, smash, 
throw around and basically 
do whatever we wanted to 


him without him looking like 
he was put together with 
polygons.” 

Crash started out as a 
cartoon, and a very talented 
cartoon staff helped create 
the look of Crash as well as 
some of the backgrounds 
used in the game. 

“It was really good to start 
as a cartoon and the staff 
created a lot for us,” said 
Bob Rafei, one of the artists 
who worked on Crash. *They 
gave us the sketches and we 
didn't restrict them in any 
technical sense. From those 
sketches we decided what 
we could do as a technical 
3-D staff.” 

Two of the artists who 
worked on Crash Bandicoot 
as members of the Crash 
Team, Charlotte Francis and 
Taylor Kurosaki, came from 
visual effects backgrounds. 

“Charlotte came from RCA 
out in Los Angeles, and the 
last two movies she worked 
on were Mortal Kombat and 
The Shadow,” according to 
Rubin. “She did a lot of their 
visual effects. Taylor came 


from Amblin Imaging; he did 
the SeaQuests. He did a lot 
of stuff on the dolphins. He 
did some of the stuff on the 
Submarines. He did stuff on 
Voyager and a couple of 
other TV shows. So those 
two came with a lot of skills. 
The other two artists, Bob 
Rafei and myself, have been 
fans of visual effects forever. 
Cineffects is required reading 
for us. We want to know how 
do they do this and that.” 
The Crash team benefitted 
from their TV and film 
expertise by using special 
effects in the game. “The 
particle technology that we 
use comes directly from the 
movies. They pioneer a lot of 
that. Charlotte’s husband 
was the producer of special 
effects for /D4. He came 
for a visit and he was 
astonished by what he saw 
us doing. It took them one 
entire night to render five to 
10 frames of the movie. 
When he came in and saw 
Crash running and the back- 
grounds both running at 30 
frames per second on a 
piece of hardware that’s 
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$200, he was floored. He 
couldn't believe that the 
game industry was doing 
what it was doing. Some 
of the studios who are now 
trying to break into the 
gaming business are 
realizing how hard it is to 
make games. They were 
shocked at A, how well the 
game industry was 

doing with this 
stuff, and B, 
how much 
work went into 
making a good 
game. 

“| think Crash 
will be thought 
of as a classic 
as long as peo- 
ple come away 
from the game 
and enjoy the 
experience. | 
personally will 
be happy [in 
that case]. In 
the game, 
you are 
constantly 
in 3-D 
control. You have the 
ability to move in all of the 
directions. It is classic in 
the sense that there is a 
definite path that you follow. 
There is a progression of 
elements that you need to 
get through. The closest 
comparison | can draw is 
actually Donkey Kong 
Country, where you have a 
definite goal and as you 
progress, each new chal- 
lenge is very similar to the 
last challenge: If you bounce 
off one bird, you bounce off 
two birds, then a third bird 
and a box, so it continues to 
build itself. | think that that 
gives a rhythm to the game 
and a definite ease of entry 
for the player to get into and 
become familiar with the 
gameplay. That’s why | think 
someone would jump from a 
Mario or a Sonic and be able 
to get into Crash, because 
Crash is very similar to the 
classics, whereas the 
gameplay ina NIGHTS ora 
Mario 64 is a different thing, 
a new thing.” 

Rubin and his partner 
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Andy Gavin have been in the 
gaming business for close to 
10 years. They have been 
playing platform games their 
entire lives. Rubin’s first 
system was a Channel F and 
they admit borrowing some 
gameplay elements from 
some of their favorites. 

“| think with Crash we did 
a much better job, 


Ah yedlly.. pissed 
‘US right now, 


and this is partially 
thanks to Dave Siller, having 
Mark Cerny around and 
having a larger and a more 
experienced team around. I'd 
say with Way of the Warrior 
we were evolutionary and 
with Crash we were revolu- 
tionary. | think the 2-D 
games of the past pale in 
comparison to Crash 
because they are in 2-D. 
They were brilliant games in 
their day, but they don’t have 
the third dimension. So while 
we may have borrowed from 
the past, we have added 
elements that won't work in a 
2-D game. A boulder chasing 
you into the screen is a 
perfect example of some- 
thing that just flat-out hasn't 
been done before. It couldn't 
be done in a 2-D game. 
While we have certainly 
taken some of the niceties of 
the 2-D games...we have 
added new elements like the 
boulders and a lot of the 
effects that couldn't be done 
in past games. Also, the 
creatures in Crash react in 
3-D, so you can go to the left 
and the right of a lot of the 
creatures. You can try to 
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around them, something you 
couldn't do in a 2-D game.” 

It seems as though 
Naughty Dog has pushed 
the PlayStation to its limit, 
but this is not the case 
according to Cerny. 

“l’m eager for someone to 
get into print that we are 
pushing the limits of the 
PlayStation with Crash 
Bandicoot,” Cerny said, 

= because then for the 
next year I’m looking 
forward to proving that 
person wrong. 

“I'd like to say that if 
the PlayStation had 
emotion, it would be 
sort of angry at us for 
». what we are making it 
do right now, in that we 
are working it so hard. 
“ ‘But next year it’s 
7%. going to be really 
»\ pissed, because 
ue there’s definitely a 
# . ‘lot more in there. 

# | think it’s taken a 
long time for 
people to figure 
out how to do the next- 
generation CD-ROM 32-Bit 
stuff. If you load everything 
into memory and a person 
can yank the CD and put in 
an audio CD, then they are 
not using all of the band- 
width. As you are 
going through a 
round, whatever 
it is, there’s 

more you 

could be 

yanking 

off the | 
CD. We 
have 
8-Meg 
and 
10- 
Meg 
lev- 
els, 
there’s 
two 
Megs in 


the Sony PlayStation. We are 


constantly bringing in new 
data off of the CD as we go. 
SO we were somewhat 
Surprised and So was Sony, 
when we told their tech 
division that we didn’t run out 
of texture memory because 
we were constantly replac- 

_ ing it with just what 


we needed. We didn’t run 
out of VRAM; we didn’t run " 
out of anything. We were 
fine. We did take advantage 
of the fact that the game is 
on aCD. We are going to fill 
the CD and we don't have 
any full-motion video in it. So 
we're using aS much as we 
can of what we have been 
given and proving that the 
PlayStation is one powerful 
console gaming machine.” 

Now the Naughty Dog 
crew will go and play their 
favorite PlayStation games 
until they get the call again 
to start work on Crash 
Bandicoot 2. Gamers will be 
itching to get their hands on 
the sequel, but trust us: 
There ain’t no fleas on this 
game and none on the 
Naughty Dog team. This 
game is awesome. 
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The era of side-scrolling 
fighting games draws to a 
close as a new age of 3-D 
brawlers gains ground. This 
sequel to the popular arcade 
hit brings home a fighting 
title that looks as good as it 
plays. Tekken 2 offers a total 
of 23 different characters to 
play as, including 10 original 
characters and 13 playable 
Bosses. The game offers 
several modes of play, 
including Practice, Team 
Battle, Survival and Time 
Trial Modes. 
However, what makes 
this game tick is the 
amount of depth displayed 
in its fighting engine. 


While all fighting games have 
special moves and combos, 
only Tekken has the power for 
players to devise their own 
attacks, or chain one special 
attack to another to create 10- 
hit combos. In addition, attacks 
vary depending on your proxim- 
ity to the enemy and what 
attack you proceeded it with. 

You are in luck: Listed in the 
first of P-S.X.’s strategy guide 
are some of the best moves for 
the primary characters—and 
you'll see we barely had 
enough room to fit them all! In 
Part Il of our Tekken 2 strategy 
next issue, we will feature 
moves for the Bosses and 
hidden characters. 


ready t —— 
will lock horns with him... : 
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ee Hold the D-pad in the 
direction indicated. 


Tap the D-pad in the 
direction indicated. 


Press the indicated 
buttons. 


Leave directional pad 
in neutral position. 


“When getting up” 
refers to when you go from __ 
crouching to standing. 


While crouching 


G 
While crouching e > ¢ * 
While crouching te 


Standing close “se 


Style of Fighting: 
Aiki-do 


OVERHEAD TOSS 


WRIST TWIST 
ELBOW CRUSH 


HAIN FER 


BACKHAND SLAP | 


ARMSNAP ss” 
ARM BREAK © 


DOUBLE ARM BREAK 
FALLING ARM BREAK — 


_ ONE TWO PUNCH 


BLOND BOMB — 
BERMUDA TRIANGLE 
PUNCH TO ROUNDHOUSE KICK 
‘PUNCH TO MIDDLE KICK | 


PUNCH TO LOW KICK 
BLAZING SOMERSAULT 
LEG SLICER COMBO 


FLASH KICKS 
MIDDLE TO HIGH PUNCH 


CAN OPENER 


QUICK PUNCH "COMBO 


DOUBLE CRANE SMASH enced 
HEAD SCISSOR CRUNCH 
SHOULDER THROUGH BUSTER 


DOUBLER ROUNDHOUSE KICK 


FLYING ARROW 


ORBIT KICK 


DOUBLE EXPLOSION 


BLOND BOMB COMBO 
TRIPLE SLAPS 

NECK CRASHER 
CRAB HOLD 

HEEL HOLD 

LEG CROSS HOLD 


COMMAND ARM LOCK 


CREEPING SNAKE 


Nina’s deadly assassin techniques:will 
put even the most experienced fighter 
to the test. She hopes to settle the 
score with her sister Anna during the 
tournament and defeat isn’t an option. 


LOW TO HIGH KICK | 
STOMACH CHOP 
‘UPPER CHOP 


=. Ys 
3 0 Oo & 
During Blond Bomb Combo . e S83 
During Blond Bomb Combo é mie 
During Crab Hold e oo 
During Crab Hold - z 
During Crab Hold . ‘sof 
LEAPING HEEL HOLD 


SPIKE COMBO RIGHT MIDDLE KICK 


DOUBLE HEEL HOLD 


SPIKE COMBO RIGHT LOW KICK 


CREEPING SNAKEILEFT LOW KICK. 


CREEPING SNAKE/LEFT HIGH KICK 


CREEPING SNAKE/RIGHT HIGH KICK 


FLASH KICK + LEFT LOW KICK 


_ FLASH KICK + BLOND BOMB 


BLOND + RIGHT UPPER 
BLOND + RIGHT LOW KICK 
BLOND + RIGHT HIGH KICK 
HOPPING LOW KICK + UPPER 
HOPPING LOW KICK + MID KICK 
HOPPING LOW KICK + HIGH KICK 
LEFT MID + RIGHT HIGH KICK 
WINDING KICK COMBO 
TOE KICK 

BITING SNAKE 


LOW KICK + BACK SPINCHOP |g. me ff 


COUNTER ATTACK ‘Depending on 


PDK COMBO + RIGHT UPPER fies} 


PDK COMBO + RIGHT HIGH KICK Hien j 


WHIPLASH 
TOOTH FAIRY 

SPINNING LOW KICK 
TRIPLE SPIN ATTACK 
SCISSOR SPIN KICK 
BACK BLOW + LOW KICK 


ONE-TWO UPPER 
3 RING CIRCUS 


SPINNING HIGH KICK 


LEG CUTTING 3 RING CIRCUS 


WHIPLASH DOUBLE LIFT UPPER [esekeenen. 


BLIZZARD COMBO 
WHIPLASH + TOE KICK 
WHIPLASH + LEG CUTTER 
SCREW BODY BLOW 
WINDMILL KICK 


WINDMILL KICK+LEG CUTTER Be . Tex 


WINDMILL KICK + TOOTH FAIRY 
BLIZZARD COMBO + LEG CUTTER eee 
WAIST CLUTCH THROW 
a 


=] Mee) Vel @uie)|'am Near opponent’s back = . 


COUNTER STRIKE Depending on opponent’s attack «~®,° or <« * -@ 


The lion-headed warrior is back with 
new wrestling holds and just as much 
ferocity. Getting in close to grapple 
opponents is his strong point. Once he 
gets a hold of you, it’s all over. 
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certain opponents. 
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he lost in Tekken. Hittiig hard-with 
electrifying karate kicks and punches 


ey DI i 
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a @ 
Near opponent’s back © or ‘-® 
- TWIN PISTC 


arm to accomplish his goals. _ 
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Her determination to find her kid- 


| Style of Fighting: 
bs Chinese Martial Arts 


Standing close % 


Standing close “e 


Near opponent’s back # @& 


While crouching °®®~ ® 
@ + e 


While getting up = © 


While crouching 


While jumping up e 
While getting up 


During Tequila Sunrise © ®& 


Bex 


During Slow Power Punch ®& 


~ e 


Standing close e 
Near opponent’s back ©. or Se 


: 
TWINARROW * 


napped mother is felt in her fast hitting 
combinations of kicks and punches. 


While getting up 


While getting up 
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: that you get onl 
life bar. Survival 
is an excellent option. 
®* to test just how good 
- you are with a particu 


Team Battle Mode 
allows you to pick 


them against as 
many opponent 
as youcan _ 
manage to defeat 
The only catch i 


During Turn Around > 
During Turn Around —@ 


°° 
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from two to eight 
different charac- 
ters to do battle 


with. If of of your | 


Standing close —*e 


Standing close °%, 


ee 


fen Oxo) 
Co @ 


brute strength to | 


TAUCK” 


Style of Fighting: 
Power Fighter 


Standing close 


Standing close 


Standing close 


Standing close 


Standing close 


When opponent’s down 


During Sit Down © 


During Sit Down , £ 


A true power fighter, Ja 


While crouching 


Standing close 
Standing close 


ae eign: 


While crouching 


After Body Press 


2 ae 


playable, along with Kazuya and 
secret characters Roger and Alex. 
Next month we will have a complete 


moves list for all of these characters. 


Look for Part Il of this Tekken 2" 
Strategy guide in. next month’s P.S.X:! 


Here is a plethora of cheats for the Japanese version of Tekken 2 
that will have gamers jumping for joy. Most of these cheats require you 
to beat the game with all the Bosses/sub-Bosses selectable at the 
Character Selection Screen. To do this you must beat the game with : | 2 a See 
each character then you'll have that character's sub-Boss selectable. | ek 
After all sub-Bosses are selectable, beat the game with any character [iicciipeies rt : 

(except the sub-Bosses) without losing any rounds...and you'll get i 
Kazuya. After Kazuya is selectable, beat the game with him without losing a 
round...and you'll get Devil/Angel. Note: Angel can be selected by choosing Devil 
with a Kick button. 

After Devil/Angel are selectable, you can then go for Roger/Alex. 
Start an Arcade Mode game, and when you get to the third match win 
the first round and lose the second. During the third round, allow your 
lifebar to be taken down to around 5 percent. Finish off your opponent 
and you should hear, “GREAT.” The following fourth match should be 
against Roger or Alex. Beat whoever you fight to have both selectable. 
Note: Alex can be selected by choosing Roger with a Kick button. You 
might also want to save at this point on your memory card. 

Now that you have all the characters selectable at the Character 
Selection Screen, you can do the following tricks. 


Kazuyas Purple Suit 


Select Kazuya with the Start button for his purple suit. 


{) am : 
Big Head Mode 
Hold the Select button after selecting your character 
until the fight begins. 


Bigger Head Mode 


After fighting with the Big Head code on, hold the Select button again 
before the next match begins for an even bigger head! 


Wire Frame Fighting 


Before selecting your character at the Character Selection Screen, 

make sure you hold L1 and L2 down. Keep holding these buttons down 
until the match begins. You should then appear as a green wire frame fighter. The 
view will also change to a behind-your-character view to get a first-person look on 
the opponent you are fighting against. 


Sky High Mode 


At the Character Select Screen, hold Select while choosing your 
character. When the fiery Vs. Screen appears, hold up on the pad as 
well. Keep holding these until the round starts and you'll hear a punch 
sound. Now with certain moves, you can launch your opponent high 
into the air. Try many moves. 


anil 


AME ATE FIT HIN: 


When the Title Screen appears, press Start to get 

to the menu (with Game Start, Time Attack and Options). Now press 
R1, Up, L2, Down. A little character will appear in the right-hand corner 
of the screen. Highlight Game Start and choose it. In the Game Select 
option under Puzzle Game will be “Another World.” Choose to play the 
Puzzle Game and you will be trying to complete a brand-new set of puzzles that 
are similar to the originals. 
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CHEATS GC TWATER 


1SOTPINNEL RENT 


RENT | r | 
ALIEN | Cheat Menu 
US Se It took a little while, but finally the long-awaited Cheat Menu was 
gore found. This tricky code, which took a while to crack, will give gamers a 
ee oe — wide selection of cheats. Just enter the code and you will have access 
Sacer lnlieniectibie- Ol to some great cheats, such as a Level Select, Invincibility, Ammunition, 
Unfimited ammunition: ON Weapons and more! To enter this great code, go to the Password 
ne | Screen and enter the code: 1GOTP1NK8C1DBOOTSON or otherwise known as “I 


Got Pink Acid Boots On.” Choose Accept then go back to the Title Screen and 
enter the Cheats Option to choose the cheats you wish to use during your game. 
This game should be a bit easier with this code. 
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Here’s a great code that will give you a Level Select Option that will 
allow you to jump ahead to more difficult levels! Just enter: Triangle, 
Triangle, Circle, Square, Triangle, Circle, Triangle, Square at the 
Options Screen. An extra option should then appear at the bottom, 
Level Number, that will allow you to go through the various levels. You 
can then choose up to level 50 in East Mode and up to level 75 in Normal Mode. 
But that’s not all! When you are playing the game, press the Start button to pause, 
then hit either: Triangle to access all the spells, Square to increase your Mana 
supply or Circle to complete the level you are currently playing. 


All Keys: Square, X, O, Tri, X, Tri, Tri, X, Tri, X, Tri, X. 

Turbo: Square, Tri, O, Square, O, X, Square, X, O, Tri, Square, X. 

All Level Access: Tri, Square, Square, Triangle, O, O, Square, 

Square, Triangle, O, Square, Square. 

Mega Zowie Wowie: Tri, Square, O, X, Tri, Square, X, Tri, Square, X, 

O, Square. 

Invulnerability: Square, Tri, O, Square, Square, Tri, O, O, Square, Tri, 

Square, X. , 

10 Lives, Mega Zowie Wowie, All Level Access: Tri, X, Square, Square, Tri, O, 
O, Square, Tri, Square, O, X. 


5 


After playing for a while, you probably don’t need any codes. However, 

even with all the weapons on your side, you shouldn’t have to hesitate 

entering that unfamiliar room or corridor. Enter the codes while you are 

in the middle of playing. 

For Invincibility: Left, X, Left, X, Left, Left, X, Right, X, Right, X, X. 
For all Weapons and Items: Left, Right, Left, Left, Right, Left, Right, Right, Up, 
Down, Up, Up, Down, Up, Down, Down. 
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For Level Select: Go to the Main Menu and enter: Up, Up, Down, 
Down, X, X, Left, Right, Left, Right, X, Tri, X, Tri. The Menu Screen will 
turn red, if done correctly. Then press Start and select a level. 

For Cloud Speed: At the Main Menu press and hold L1, L2, R1, R2 
and hit UP or Down to make clouds speed up or slow down. 


io) 


JUST BECAUSE YOU HAVE TO GO TO YOUR ROOM 
DOESN’T MEAN YOU HAVE TO STAY THERE. 


INTRODUCING THE SONY™ GAMES. JUST PLUG THE VIRTUAL i-glasses! 


PERFEG!] REASON, TO GET INTO YOUR PLAYSTATION™ AND LOSE YOUR HEAD IN 
THE PARENTAL UNITS TO A VIDEO GAMING EXPERIENCE LIKE NEVER BEFORE 
BANISH YOU FROM THE POSSIBLE. COMPLETE WITH VIVID FULL*-COLOR 
LIVING ROOM. VIRTUAL IMAGERY ON A VIRTUAL BIG SCREEN AND FULL 


i-glasses! VTV" TURN ANY BLOWN STEREO SOUND. TOTAL PRIVACY. TOTAL 


ROOM IN INTENSITY. TOTAL GAMING. 
YOUR HOUSE INTO A VIRTUAL @ VIRTUAL 


PLAYDEN FOR YOUR FAVORITE | Glasses! 


YOU HAVEN’T SEEN THIS BEFORE 


/ 


GO TO YOUR NEAREST Piven OR CONTACT VIRTUAL i.O AT 1-800-646-3759 OR http: //www.vio.com. 


SO, WHAT ARE YA WAITING 
FOR? GO TO YOUR ROOM! 


©1996 Virtual i-O. All Rights Reserved. Virtual i-O and Virtual i-glasses! VTV are trademarks of Virtual i-O, Inc Playstation is a trademark of Sony Corporation 


All trademarks are the property of their registered owners. Grant Wataru Horiuchi took the cool photo 
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